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ABBREVIATIONS & GENERAL TERMS 


AUD: cos ata teehee e Audible 

| το ος. Buck 

BoCa ο ο ο. Ball Carrier: 

BP Sua ya ga ocs ЖУЗ Vertical Breaking Point 

σον λος Break and Read 

BUBBLE. il. sisi Refers to an Area Over an Uncovered 


Offensive Lineman. 


Cis ο ο Defensive Corner 

ο Ες φως ὃν x Coaching Point 

Da E; ο Bis ate PS Defensive End 

Die Ds. s ul as S aqha s Defensive Tackle 

E.M.L.O.S. КОНУУ End Man on Line of Scrimmage 

EVEN FRONT ...... Defensive Line Spacing with No Lineman 
on Center's Nose. 

BU nx kd Sues AET Frank (Free Safety) 

Ευ όρος Magee st Fullback 

Cs vao ρα. Onside Guard Pulling 

GAP a. vios d iue Saale want The Area Between Two Offensive Linemen. 

ον το δω μοι cns Onside Guard and Tackle Pulling (Influence) 

Ha B. x s sus ο... Halfback 

E Sra δω ες oe ru Influence 

IV Sw. nus te a aus Line of Scrimmage 

ALODUOMIC ' ο Most Dangerous Man 

M on outta fee a Mac 

INIA: ο ο a ad d w AB 229 Does "Not Apply" 

NAT. paa wth alae Seine ὁ Nose Tackle 

Nise ο. No Swing Pick Up 


Об. XQ N S ge ees {νῶν Offside Guard Pulling 


oT. OSC ON, жууба ын Center 
28. ODD FRONT ...... Defensive Line Spacing Whereby There 
is a Down/Lineman Covering the Center. 
29. OFFSIDE ........ The Side of the Play Away from the Attack 
Side. | 
30. O.G. ..-...-..--: Offside Guard 
31. ОМ seste oe eee ates A Down Lineman on the L.O.S. Covering an 


Offensive Line Blocker. 


325. UO TR uA еа иа ЫЗ Offside Tackle 
33.. ӨТҮ ә 094 xS On the Ball 
34. OVER ο μυ. A Defensive Man Covering an Offensive 


Lineman, but Off the L.O.S. 


35. Ρ.Ο.Α. ......... Point of Attack 

86. Ὅς: Ade Sis Playside Guard 

АТ Λο... Playside Tackle 

38 DS lcu ος ὧν Pre Snap Look 

39. "Q.B. ον n Quarterback 

ФО Ri ο ο eed Rover (Strong Safety) 
41. RB. So sx eG Running Back 

42 Sues ο... Stub 

43. SB ο ον sens Split End 

44. S.P.U. ......... Swing Pick Up 

Абл, πο ρα ες nts Sree enit fs Onside Tackle Pull 
46. T.B. ........... Tailback 

JUI UOS ο ου. Tight End 

AS. "Malo eee we wes Wide Receiver 

39. οσο ο Weak Side Receiver 
SOs. ДИ ο ο LE Tight End 

ο ο... Flanker 

BLAYSTDE ο ο d rms The Attack Side of the Play 


BASE wee eee б h nn nn Man for Man Blocking Scheme on Playside 


II. 


OFFENSIVE MECHANICS 
FORMING THE HUDDLE 


1.1 The center forms the huddle approximately seven 7 yards trom 
the line of scrimmage. 


1.2 The rest of the squad will form around him as diagrammed 
below with their hands on knees. 


1.3 The QB will enter the huddle after the huddle is organized. 
1.4 Huddle Dingram 


© 


HUDDLE BREAK 


2.1 The QB will step into the huddle and call the play and snap 
count. 


2.2 The X and Z will leave the huddle as soon as the play has 
been given. 


2.3 The QB will break the huddle by saying "UR-E-A-D-Y B-R-E-A-K". 
On "B-R-E-A-K" everyone claps as they leave the huddle and 
hustle to the line. All turn to the inside when leaving 
the huddle. 


III. 


OFFENSIVE MECHANICS 


HUDDLE BREAK (CONTINUED) 


2.4 The QB is the only one who will talk in the huddle. 


2.5 Do not lean on other men in the huddle. Place your hands 
(not elbows) on your knees. 


2.6 If you do not hear the signal — the word is check. 


2.7 REMEMBER, we have only 30 seconds to get a play started. 
We must save all the time possible by being efficient in 
our huddling. 


POINT OF ATTACK: All offensive holes are numbered for two 


reasons: 


3.1 To direct the ball carrier to the point of attack. However, 
due to different defensive alignments, it is important for 
the backs to be alert to adjust their running courses to 
daylight that appears. 


3.2 To indicate the area to be blocked by the offensive linemen 
and backs. In some cases the hole call will also dictate a 
Specific blocking principle. 


LINE UP AND SPACING 


7 Yds. or More 
7 Yds. 


or More 7 


BACKS: Depth - Always referred to in terms of heels from back end 
of ball. 


Width - Base will be splitting inside leg of OT with cheats of 
1/2 man or l man inside or outside based on the play. 


FB/RB: Depth - 
l. Minimum - 4-1/2 yards 
2. Normal - 5 yards 
3. Maximum - 5-1/2 yards 


TAILBACK: Depth: 
1. Minimum - 6-1/2 yards 
2. Normal - 7 yards 
3. Maximum - 7-1/2 yards 


OFFENSIVE HOLE NUMBERING 


Odd Numbers f Even Numbers 


. 
. 


4.3 The ball will be snapped at the descretion 


of the QB. 
EXAMPLE: RED RT FAKE TOM 
Q OOOO O 
Oc. x 


2.4 SUBSTITUTE FOR FLANKER MOTION 


1. PEEL: The term used to direct a man who has 


replaced Z in the formation to use a form of motion 


that changes the strength of the formation. 
EXAMPLE: 


POWER GREEN LT PEEL POWER BROWN RT PEEL 
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2: FAKE PEEL: The term used to direct ἃ man who has 
replaced Z in the formation to use a form of motion 
that does not change the strength of the formation. 


It amounts to faking peel motion, and coming back 
out to original formation called. 


EXAMPLES: 


POWER GREEN LT FAKE PEEL DOWER BROWN RT FAKE PEEL 
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III. CALLING MOTION 


3.1 The QB will call any form of motion right after the 


formation call of the formation variation call if one 
is included. 


EXAMPLES: RED RT B MOTION 
RED LT ZOOM 


BROWN RT TIM 


4.3 The ball will be snapped at 


the descretion 
of the QB. 


EXAMPLES: 


RED RT FAKE ZOOM 
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2.3 Y MOTION 


JEN TOM: The term used to direct the TE in a form 


of motion that changes the strength of the 
formation. 


1.1 The TE will line up opposite the call and 


go in motion to the call side of the 
formation. 


NOTE: To execute this motion Y will be 


отт the L.O.S. 
апа Z will be on the L.O.S. 


EXAMPLES: 


BROWN LT TOM I RT ТОМ 
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TOUT: The term used to direct the TE in a form 
of motion that does not change the strength of 


the formation. It amounts to Tight-End Out motion. 
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IV. 


INITIATING MOTION 


4. 


1 


{2 


Any time any category of motion is called, the snap 
count can NOT be on the first sound or on the audible. 


The man called into motion will initiate his movement 
on the first "HUT" call and the QB will be responsible 
for controlling the distance desired. 


NOTE: We can call Short Motion, or Short Zoom. 
It is easier to control forms of Long Motion by going 
on 3 than it is on 2 and have to hold the squad for a 


longer than normal period between this first and second 
Hut call. 
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2.1 When the TE goes in TOT motion, he actually 


becomes Z in our pass mechanics once the ball 
is snapped.. 


EXAMPLES: 


RED LEFT OPEN TOUT RED RT OPEN TOUT 
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NOTE: The T.E. will be lined up off the L.O.S. and 
Z will be on the L.O.S. 


3. TIM: The term used to direct a form of Y motion 
.that does not change the strength of the formation. 


It amounts to the TE lining up outside and motioning 
back inward. 


3.1 When the ΤΕ TIM motions, he actually ends up 
back in the formation called. 


EXAMPLES: 


RED LT TIM BROWN RT TIM 
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4. FAKE TOM: The term used to direct the TE ina 
form of motion that does not change the strength 
of the formation. It amounts to Y faking a 


TOM type of motion, and then comes back out to 
formation called. 


4.1 The TE lines up in the formation called and 
goes in motion toward the formation to the OB. 


At the OB position he reverses his direction ` 
and reruras towards his original position. : 
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du ZIN: The term used to direct the flunker in a 
form of motion that does not change the strength 
of the formation. It amounts to Z-IN-MOTION 
inward toward the formation. ` 


3.1 The flanker lines up in the formation called 
and goes in motion toward the formation. 


3.2 The ball will be snapped before Z reaches 
the formation. 


EXAMPLES : 


I LT ZIN RED RT TIDE ZIN 


OOOUOO O Q era mo. O 
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I LT OVER ZIN GREEN LT OVER ZIN 
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4. FAKE ZOOM: The term used to direct the flanker in 
a form of motion that does not change the strength 
of the formation. It amounts to Z faking a Zoom 
type of motion, and then coming back out away from 
the formation. 


4.1 The flanker lines up in the formation called 
and goes in motion toward the formation to the 
QB. 


4.2 At the OB position he reverses his direction 
and returns towards his original alignment. 


1.1 The flanker will line up in a Pre-Zocm 
position as assigned and up in the formation 
called. 


EXAMPLES: 


BROWN LT ZOOM BROWN RT ZOOM 
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2. ZOUT: The term used to direct the flanker in a 
form of motion that does not change the strength 
of the formation. It amounts to Zout-motion. 


2.1 The flanker will line up in a Pre-Zout 
position as assigned and end up in tne 
formation called without crossing the 
formation. 


EXAMPLES: 


RED LT ZOUT RED RT ZOUT 
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RED RT OVER ZOUT 
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I. MOTION: 


Motion is defined as anv movement that takes 


place prior to 
the snap by one of the three backs 


including Z and Y. 
II. MOTION CATEGORIES: 


2.1 RUNNING BACKS 


1. MOTION: The term used to direct either the HB or 


FB in motion toward the two receiver side of the 
formation. 


EXAMPLES: 


HB MOTION FB MOTION 
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2. JET: The term used to direct either the HB or FB 


in motion toward the single receiver side of the 
formation. 


EXAMPLES: 


HB JET FB JET 
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LE. ZOOM: The. term used 
form of motion 
the formation. 
EXAMPLES: 

RED RT ZOOM RED LEFT ZOOM 
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to direct the flanker in a 
that will chanze the strength of 
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AUDIBLE CALLS 


307391 esau 30/31 DRIVE 
89798 aie PLUNGE 32/33 TRAP 
64735 καθε 34/35 SLANT 
38/39 Goss 38/39 TOSS 
DOSE icu 20/21 HAND-BACK 
927/93 Secus 22/23 TOSS-TRAP 
24/96 ος 24/25 M LEAD 
05797. caa. 26/27 POWER BOB O 
πα 90; G Sumay 98/29 TOSS 
80: Εως ZERO 88 
BI ------ QUICK 606 
Bir sue: QUICK 212 A ARROW-UP 
BB. tere SCOT 737 B UP (Y G.O.) 
ο ыз. FLARE 438 A WIDE-SNEAK 
B5 ολο FLARE 585 
ΒΘ» Heras FIRM 633 
ST needs KEY 748 WIDE 
Sor ee SCOT 834 B CENTER 
ο eee SCOT 368 
ο eases FLOOD FIRM 603 A ARROW-CHECK 
Coe QUICK 101 
B9 dais FLARE 272 UP-X-Z DELAY 
Ou aces FIRM 363 STOP 
94 «inse FLARE 495 A ANGEL-STOP 
a FLARE 565 STOP 
OG: Basen FLARE 666 
OF челе FLARE 787 WIDE 
Обу ες 844 A IN-WHEEL 


ООУ imm MAX FIRM 909 
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AUDIBLES 


There will be two types of audibles available to us: 


τν 


24 


"On the Ball" (OTB) calls. 


Pure change of play. This requires a repeat of 
snap count. 


If the QB has indicated that we will have an OTB play, the 


numbers 


which he uses as part of our cadence will dictate 


what the play will be. Our OTB play can be one of three 
varieties: 


Ta 


2: 
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Type of play -- "Bob Sweep on the ball." 


Package -- "21 Handback or 20 Quick Screen Left 
on the ball." 


Pure "On the bali." 


We can at any time use an audible by repeating the snap count 
in our cadence. When the snap count has been repeated, the 
numbers will indicate what the play to be used is going το be. 


On all audibles the snap count is on two -- (the second "Hut'). 
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FORMATION STRUCTURE 


STRENGTH 


1.1 Strength for front identification is determined by the 
alignment of Y. 


1.2 Strength in relationship to coverages is determined by 
the two receiver side of any set. 


1.3 A right or left call always directs the position of the 
tight end. 


BACKFIELD SETS 


2.1 Colors are used to call any formation in which two 
Runningbacks are set in the backfield except "I" 
formation (Red, Brown, Green). 


2.2 Anytime there is only one Runningbackin the backfield, 
the set is named. 


1. The name directs the deployment of our personnel and 
the swing-pick-up responsibilities of our remaining 
back and the substituted back. 


As "D If the formation starts with a D - the 
Running Back is designated as the B (Full) Back 
(1) Duece 
(2) Duel 
(3) Duece-off 
(4) Dart 
(5) Double 

B. "F": A Double Look with a true slot on one 
side of the formation. The Runningback is the 
A (Half) Back. 
1. Flank 
2. Far 


C. "T": Triple Туре Looks. 
The remaining back is designated as the A (Half) 
Back. The one exception is Trey, where the 
Running Back is the B Back. 


L: Twins 
2 Trips (Nickel) 
3. Trey 
4 Trot 


2.3 If Pair personnel is called for, it will be a color 
set with 2 T.E.'s and one WR er, 


If the term TRADE is called, the two Runningbacks exchange 
alignment positions. 


If the term Switch is called, the Wide Receivers 


exchange positions. 


ΟΕΕ - A term indicating a change of assignments 
between the A Back and Y in a Duece Formation. 


RECEIVER ALIGNMENT 


SPLIT END = "XK" 
1 - NORMAL = NUMBERS 
2 - FLEX = 4-6 YDS 
3 - TIGHT = 1 YD 
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NORMAL FLEX TIGHT @ 


TIGHT END - "X" 
1 - NORMAL = 1 YD 
2 - TOFF = 1 YD OFF L.O.S. 
3 - WIDE = 4-6 YDS 
4 - TIDE = 4-6 YDS OFF L.O.S. 
5 


OPEN = NUMBERS 
NORMAL WIDE OPEN 
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TOFF TIDE 
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FLANKER = "7" 
1 - NORMAL = NUMBERS 
2 - CRACK = 4-6 YDS 
3 - CLOSE = 1 YD OFF L.O.S. 
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GREEN RIGHT 
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2 BACK FORMATIONS 
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RED RIGHT OPPOSITE 
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`REEN RIGHT OPPOSITE 


© OOLJOOQ 
@ O 
© © 


BROWN RIGHT OPPOSITE 
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BROWN LEFT OVER 
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PAIR FORMATION (TWO BACKS - 2 TIGHT ENDS) 
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PAIR FORMATION CONT. 


Φοοσοο @ © οοσοοσθ 
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BROWN RIGHT PAIR "TIDE" GREEN LEFT PAIR "TIDE" 
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DUECE RIGHT 
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DUECE RIGHT OFF 


G€ 
© ex 


® 


SINGLE ΒΑΟΚ | FORMATIONS 
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DUECE LEFT 
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DUECE LEFT OFF 
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DOUBLE RIGHT DOUBLE LEFT 
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FLANK RIGHT 
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FAR LEFT 
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TREY RT TREY LEFT 


OCLIOOO ὉΟΟΓΟΟ ( 
О O © © 
® 
TRIPS RIGHT TRIPS LEFT 
C) QOCIOO © © OOLIOQO G 
O° ©, ὍΘ (2 | 


@ | Θ 


OFFENSIVE MECHANICS 


OFFENSIVE CADENCE: We have designed a very unsophisticated 
cadence system in hopes that the offensive team can better 
concentrate on what and how intently rather than when they are 
going to do something. There is no question that concentration 
is a key to getting off on the ball, but once the snap count is 
called, it must be stored in your mind and your thoughts should 
switch to assignment recognition and intensity. The snap count 
must be automatic! The cadence is divided into FOUR PHASES! 


1.1 PHASE ONE: QUICK COUNT OR FIRST SOUND SNAP - To keep the 
defense off balance we use a "First Sound" command as a 
quick count. The first sound is SET--HUT! 


l. The QB will merely call the snap as "on the first 
sound", which means SET--HUT! 


2. Everyone must get up to the L.O.S. quickly and set 
in the Line Posture dictated by the 085 call. Νο 
shifting or motion will take place when a play is 
called on the first sound. 


3. The QB will not use Phase One (Set Hut Command) 
unless we are going to go on this command. 


4. EXAMPLE: RED RIGHT - 28 SWEEP - ON THE FIRST 
SOUND DOWN. 


1.2 PHASE TWO: AUDIBLE PHASE 


1. The ball can be snapped on the AUDIBLE if called by 
the QB. He merely calls the play and says "On the 
Audible" up or down! 


1.1 When called On the Audible, the Second 
Number is used as the snap count. 


EXAMPLE: RED RIGHT - 35 - ON THE AUDIBLE DOWN! 
READY BREAK! TWO 37 TWO! 
(Ball Snapped) 


2. Note - We cannot change a play on the L.O.S. when 
a play has been called "On The Audible! 


3. The QB can eliminate the Audible Phase of the cadenc 
by alerting the squad and go right into Phase Three: 


1.3 PHASE THREE: PRELIMINARY COMMAND - R E AD Y! 


1. “This command sets the squad and lets them know we 
are going into the snap count phase of the cadence. 


2. The line posture and backfield alignment is adjustec 
at this time. 


3. READY is never used as a snap count! 


EXAMPLE: Phase 2 & 3 combined: Three 3] -- 
THREE 3l -- READY. 


4. If going on l, the QB must give the Squad one 
full second after the shift before he can set 
‘em off! 


5. Make the READY command a long command REA D Y! 


1.4 PHASE FOUR:  NON-RHYTHMIC SNAP COUNTS 
1. Hut is the term used as our snap count even 
though the QB will call the count on 1-2-3 or 4 
as a huddle call. 


2. If called on l, the QB will pause for at least one 
full second after the READY command then shout HUT! 


3. If the snap count call was on 3, the QB calls HUT-- 
3 times on the 1.0.5 and the ball is snapped 
accordingly. 


.4. This phase of the cadence is non-rhythmic. 


EXAMPLE: Play called on Two! 
TWO 31 ~- Two 31 -- RE AD Y HUT -- HUT! 


SUMMARY: This gives us the opportunity to snap the ball in three 
different sigments of our cadence. 


l. On the FIRST SOUND = SET--HUT! 
2. On the AUDIBLE = TWO TWO! 


3. On the NON-RHYTHMIC NUMBER 1 - 2 - 3 or 4! 
ONE 31 -- ONE 31 -- READY -- HUT HUT! 


II. INITIATING MOTION 


2.1 Any time any category of motion is called, the snap count 
can NOT be a Phase One or Phase Two call. 


The man called into motion will initiate his movement on 
the first HUT, and the QB will be responsible for 
controlling the distance desired. 
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III. AUDIBLE MECHANICS 


3.1 BASIC PHILOSOPHY: The use of audibles within the basic 
philopophy of the Oiler Offense is merely to get us out 
of a bad play. We will not attempt to master mind the 
game on the line of scrimmage with an audible. 

l. We do not want anything to break our concentration 
on what we have to do and how aggressive we are 
going to do it. 


. 
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3.2 REPEAT ORIGINAL SNAP COUNT SYSTEM. 


l. If the original snap count is repeated in the cadence, 
the next numbers will dictate the new play to be 
executed. 


EXAMPLE: Huddle Call - 34 on ONE.  L.O.S call 
ONE 28 - ONE 28. The play run will be 28. 


2. Anytime a play is changed at the L.O.S the snap count 
is automatically on TWO. 


3.3 CHECK WITH ME MECHANICS. 
l. If we do not want to make a Huddle Call, the QB will call 
the formation, then say "CHECK WITH ME", and the 
actual play will be called as an audible on the L.O.S. 
with our Base Audible Mechanics. 


EXAMPLE: CALL - HUDDLE CALL = BROWN RIGHT - CHECK WITH ME - 
READY BREAK! 


L.O.S. CALL FOUR 32 -- FOUR 32! The play Run is 
32 and the ball is snapped on TWO. 


2.  The"CHECK WITH ME SYSTEM" can also be used to call two 
plays in the huddle with everything else being determined 
on the L.O.S. 


2.1 Direction given on L.O.S. 


2.1 Direction given on L.O.S. | 
Huddle call 28/29 TOSS ~ "CHECK WITH MEM 


L.O.S. call 2-28 -- 2-28. The play run 
will be 28 TOSS 


2.2 Choice of play made on L.O.S: Huddle Call: 


I RIGHT 25/28 TOSS - "CHECK WITH ME" 
L.O.S. call THREE 25 -- THREE 25 - The play 
run will be 25. 

2.3 Choice of Run or Pass on L.O.S.:  Huddle call 
RED RT 28 SWEEP or 91 - "CHECK WITH ME" 
L.O.S. call TWO 91 -- TWO 91: The play run 


will be QUICK 91. 


3.4 REMINDER - ALL AUDIBLES AUTOMATICALLY REVERT TO A SNAP 
COUNT OF TWO! This includes Check With Me! 


IV. SHIFTING AND LINE POSTURE MECHANICS 


4.1 


The QB has the option to line up the offensive team in 
one of three different postures: 


1. SHIFT CALL: On a "SHIFT CALL", the linemen will line 
up in a two point stance, elbows on knees, and shift 
down into a three point stance. The backs shift at 
the same time from their basic alignment formation 
(I FORMATION) to the formation called, assuming a 
three point stance, once getting into position! 


2. DOWN CALL: On a "DOWN CALL", the linemen will line 
right up in a three point stance and be ready to go! 
The backs will again shift from the “I" formation to 
the formation called, assuming a three point stance 
once getting into position. 


3. UP CALL: On an "UP CALL", the linemen will line up 
in a two point stance, remain up and go from there. 
The backs will go through their normal shift mechanics 
from the "I", but remain up once in proper position. 


The OBs use of these different postures is dictated by 
play called and game plan. 


The SHIFT is always made on the READY COMMAND following 
the AUDIBLE PHASE of the cadence. C.P. QB, give the squad 
time to complete their shift. 


The QBs call defining which posture is desired is made 
after the SNAP COUNT PHASE of the Cadence and before the 
READY -- BREAK command! 


EXAMPLE: RED RT-28 SWEEP BOB-ON TWO - "UP" - READY BREAK! 


Whenever the QB calls a play on the FIRST SOUND or on 
the AUDIBLE, no shift of any kind takes place on this 
play. Everyone must assume the posture called in the 
formation called and be ready to go. 


NOTE: The wide receivers line up regardless of the 
QBs call! 


If the play called is to be run from the "I" formation, 
Red formation will be used as the pre-SHIFT formation 
for the RBs! 


PLAY CALLING 


5.4 


MECHANICS: 


Our play calling mechanics have a definite structure for 


specific reasons, so it is important to study in detail 
the following scheme. 


FIRST CALL: 
SECOND CALL: 
THIRD CALL: 


FOURTH CALL: 


FIFTH CALL: 


SIXTH CALL: 


SEVENTH CALL: 


EIGHTH CALL: 


NINTH CALL: 


TENTH CALL: 


9.2 NOTE: 


FORMATION 


FORMATION STRENGTH 
FORMATION VARIATION 


ANY USE OF ZOOM-MOTION -- 


PLAY NUMBER 


SERIES NAME 


BLOCKING VARIATION 
SNAP COUNT 


LINE POSTURE 


HUDDLE BREAK 


RED: (155) 


RED RIGHT! (2nd) 
RED RIGHT OPPOSITE (3rd) 
RED RT. OVER--Z0OM 


(4th) 


RED RT. OVER--ZOOM 
28! (5th) 

RED RT. OVER--ZOOM 
28 SWEEP! (6th) 
RED RT. OVER--ZOOM 
28 SWEEP BOB! (7th) 

RED RT. OVER--ZOOM 

28 SWEEP BOB ΟΝ TWO! (8th 
RED RT. OVER--ZOOM 


28 SWEEP BOB ON TWO 
DOWN! (9th) 


RED RT. OVER--ZOOM 
28 SWEEP BOB ON TWO 


DOWN - READY BREAK! (10th 


very few plays called will ever require that the QB 
go through all ten phases of the play calling scheme. 


SLANT SERIES 


DEFINITION OF: The Slant Series is a series in which two RBs 
enter the L.O.S. on the same side of the ball, with one RB 
responsible for #3 - BUCK or STUB and in some defenses a DE! 
The QB will reverse pivot to the hole except when running 

the series from the I! 
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22 Slant Base Pass- 33 Slant 


27 Slant 
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SWEEP SERIES 
(Full Flow) 


DEFINITION OF: The Sweep Series is a full flow backfield action 
in which the QB opens to the BC, hands off and fakes a boot. 
Sweep is only called when both guards are pulling. Otherwise 
the Thirty or Twenty Series numbers called take care of all 

that is needed for designation purposes. This is basically a 
RED formation series, and is not as well defined as other 
series. Blocking calls will normally be used to complete any 
Sweep Series call. 


28 Sweep Bim 
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Fake 28 Sweep Bob 
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"P" SERIES 


DEFINITION OF: The "F" Series is a series in which the onside 
guard pulls and blocks according to the hole called, while the 
FB blocks the area vacated by the pulling guard. The QB opens 
to the FB in all plays involved in the "F" Series. 


28F 
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28F (Pitch) Fake 28F - Z Rev. Lt. Fake 28F . KX Qk. Ser. Lt. 


TOSS & PITCH SERIES 


DEFINITION OF: The Toss and Pitch series is a series in which 

the QB pitches the ball to the BC. If he reverses out and pitches 
he ball the play belongs in the Toss series and if he fronts out, 
it is a Pitch Series play. Initially the series indicates an 
outside play, but inside hand offs are also run off both series. 
When running inside, the QBs pivot is determined by the Toss or 
Pitch call. Toss Call - Reverse out & hand back. Pitch call - 
Front out and hand back! 


29 Pitch 31 Pitch ` 28 Pitch 


20 Toss G-T 


E dv | АОБ, 


С -- 


33 Toss-G 


wi V 
+ 


COUNTER SERIES 


DEFINITION OF: The Counter Series is a series in which the QB 
fakes to one RB going in one direction and then hands off to 


another ball carrier coming against the flow of the play. It 
is not a complete series, nor is the blocking clearly defined 
within the counter call. Blocks are pre-determined by the hole 


called and the type of counter run. Counters can be run from 
a variety of formation. 


35 Counter 24 Counter Trap 
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PLUNGE SERIES 


DEFINITION OF: The Plunge Series is a series in which the FB 
either enters the P.O.A. from the backside, fakes to the backside 


or fills for the off side guard on an "O" call! The HB crosses 
the formation opposite the direction of the FB. "О" will be called 
when desired except in the 8/9 hole plays. "Οἱ. is assumed when 


plunge action is used in an 8/9 hole play. 


30 Plunge 26 Plunge-O 32 Plunge 
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LEAD SERIES 


DEFINITION OF: The Lead Series is a series in which one RB 
leads another through the P.O.A. The lead blocker will 

either be blocking a LB'er as assigned, or help with an offen- 
sive lineman's block. We do not call "Lead" on every play 

in the series in that other blocking combinations are used and 
a specific blocking term is substituted for the Lead call. 
Other terms are TURN & WHAM! 


24 Lead 24 Lead 28 Lead 
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JAB SERIES 


DEFINITION OF: The term JAB tells the ball carrier and in some 
cases the remaining back to Jab step with the off side foot away 
from the P.O.A. and then go into the action of the play called. 
The series can be tied in with a variety of blocks, such as base, 
trap or tag. Base blocking is assumed. 


34 Jab 35 Jab 35 Jab Trap 
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LAG SERIES 


DEFINITION OF: “The Lag Series is a limited series in which a 
second back follows a lead back through the P.O.A. behind draw 
blocking. A companion play is the 34/35 LAG TAKE play in 
which the ball is handed off to the lead back. 
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DIVIDE SERIES 


DEFINITION OF: The Divide Series is a series in whicn the back- 
field splits. The remaining back goes opposite the ball carrier. 
It is not a complete series. In most cases the QB will not call 
Divide as such in that the divide action will be assumed in game 
plan preparation. 
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INDIVIDUAL BLOCKING TERMS AND TECHNIQUES 


ο =- 1 - 2 - 3 Blocking 
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Tight End or Tight X, Release to Dlock the Support. 
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Guard or Center Stepping to Hold a Linebacker, Then Blocking Back. 
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Off Guard Pulling and Leading Thru Hole Called. 
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On Guard Trapping or Hooking End Man оп L.O.S. In 
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Otf Guard Logging Designated Man In. 


INDIVIDUAL BLOCKING TERMS AND TECHNIQUES (CONT) 
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A Down Block by an Outside Receiver 
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A Back Block on Defensive End Area 
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On Tackle Pull Either for Influence or to Block Force 
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INDIVIDUAL BLOCKING TERMS AND TECHNIQUES (CONT) 


WALL-OFF STEP AROUND 
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off Tackle Blocking Thru a 
Defensive Lineman and Sealing A Tackle Technique Used on 
Off Will. Reverses. 
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An Adjustment Made by a Lineman Allowing Him το Pick Up the Most 
Dangerous Defensive Man. 
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Used in Draw Blocking. Set as Pass. Then Punch, Turning the 
Defensive Man Away From Hole. 
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A Guard Pull Used on Reverses. 
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COMBINATION BLOCKS 


-— 
pr 


TAG iB E POWER SNAPPER /^ ` 
VIE OR E `. . >> 
upp σδποοο οσᾷδόο 


Our First Approach When There is a Lineman and LBer Tandem on a M Play 
is Buddy. Attack Man on LOS First, With One Man Coming Off for LBer- 
Protecting Running Lane. 
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A Call When We Can Read a Lineman and LBer Tandem - Backside Man Comes 
Off for a Cross Shoulder Block, Onside Man Goes Through for LBer. 
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A Blocking Scheme Used When We are Playing Slanting Defenses - Coming 
Off Playside, Taking Lanes and Blocking Lineman and LBer. 
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A Combination Block by Two Offensive Linemen When the Play is to Their 
Outside and They Have the Angle, With One Lineman Coming Off for a LBer 
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OFF 


A Call Used By the Inside Man of a Pal Block, When He is Coming Off 
fora LBer Threatening Backside. 
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А Call Used by the Inside Man of a Pal Block, Telling the Outside Man 
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COMBINATION BLOCKS 
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A Center Stepping Around an On A Guard Stepping Around Center's 
Guard Drive Block. | Drive Block. 
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1 Hole Called 


οοδροο 


O Hole Called is 


A Reverse Fold Between the Center 
and On Guard. 


A Reverse Fold RON the Cente: 
and On Guard. 
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Tackle and Guard Cross Block on 2 A Call Telling a Lineman to Step 
Defensive Lineman, with the Tackle Around a Crashing Defensive Liner. 


Going First. for a LBer. 
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Tackle Drives Down on the Defensive Guard Drives Out on Defensive Lir 
Lineman and Guard Comes Around man and Tackle Comes Around for 
for LBer. LBer. 
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Off Guard Call Telling Off Tackle to Pull and Assume His Blocking 
Assignment. 


CAT BY MARY 


Term for Changing Blocking Assignments Between the Center and Off Tackle. 
(Also P.G.) 
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COMBINATION BLOCKS 
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Term Used for Change of Assignments Between the Back and On Tackle. 


WALL 
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A combination Block Between the Off Tackle and Back, Walling Off the 
Defensive End and Will. 
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Tight End and Off Tackle Double Team on Play Going to Their Inside, 


One Man Coming Off for the Stub. 
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Tackle and Tight End Cross Block, With the Tight End Going First. 
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Drive Blocking to the Point Of Attack. 
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IDENTIFICATIONS ΟΕ DEFENSIVE PERSONNEL 
40 DEFENSE 


MN: ΕΞ ROVER LEFT 


RIGHT Z N 7CORNER 
CORNER MAC 


VIIL RE RT | |LT LE STUB 


ПМУ N Ve R.E. - RIGHT END 
© οοιοοό Dr L eer TACLE 


L.E. - LEFT END 


C) (Z) STUB - STRONG LINEB 
МАС - MIDDLE LINEB 
ο ο WILL - WEAK LINEBAC 
R.C. - RIGHT CORNER 

F. - FRANK 

R. - ROVER 

L.C. - LEFT CORNER 
30 DEFENSE 
\VERANK 
RIGHT | ROVER 


I LEFT 
V CORNER | x CORNER 
WILL MAC BUCK 
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R.E. - RIGHT END 
Nds) NOSE TACKLE 
L.E. - LEFT END 


© (YO) gooo STUB - STRONG LINEB. 


BUCK - STRONG INSID 


Q (z) LINEBACKER 


MAC - WEAK INSIDE 
C) O LINEBACKER 
а | WILL - WEAK LINEBAC 
R.C. - RIGHT CORNEF 
F. - FRANK 
R., - ROVER 
L.C. - LEFT CORNER 


DEFENSIVE FRONTS 
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40 ANGLE O (WEAK) 


40 TACKLES PINCH 


LINE CHARGES AND STUNTS 
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"S" ALIGNMENT (RG) 
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40 SLANT (STRONG) 


40 PINCH 


"3" ALIGNMENT (RG) 
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40 MAC UP 
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40 SLTE 
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40 WATT (TWIST) 


40 SLTT (TWIST) 
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30 PIMCH RAM STRONG 


50 SLAP (STRONG) 
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50 PINCH STRONG 
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DESCRIPTION OF 
LINEBACKER LOCATIONS 
WILL BACKER LOCATION 


WILL INSIDE D.E. IN 


..LL ON HIP OR ON LINE 
TACKLE GUARD POSITION 


UTSIDE D.E. 
AREA 
- a 
ο У©оп O Yoon 
O О 
© O 


STUB BACKER LOCATIONS 


‘TUB IN STACK E - STUB SPLITTING DISTANCE 
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LOCATIONS 


MAC BACKER 


MAC LINED IN g IRONG 


AC LINED IN WEAK OG AREA 
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(A) WILL SPLITTING DISTA 
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MAC UP B OR 2 GAP 


2 B 
Εν 
8 1ος 
O 
Ο Ο 
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IDENTIFICATION OF RUSH LANES 


To Identify Dogs & Blitzes it Is necessary to Designate Rush Lanes 


The letters A, B, C, D, 0 identify the strong side rush lanes, and the 
numbers 1, 2, 3, 4, 5 the weak side. We can specify rushers and their 


lanes. 


The order of rushing lanes will be WILL, MAC, BUCK, STUB. If A 
Secondary Back comes, he will be identified first. 


Examples from 30 Front: 


Examples from 4 Man Fronts 


Note: Buck is simply eliminated and the rush order remains the same. 


OILER COVERAGES 1983 
CP: NICKEL AND BLITZ COVERAGES NOT INCLUDED. 
ZONE COVERAGES : 
COVER 


1: four (H) UNDER, THREE (3) DEEP STRONGSIDE ZONE. 
ALWAYS “SKY” ROTATION AND RUN FORCE. STRONGSIDE 
LB IN CHARGE. 


COVER - 2: five (5) UNDER, TWO (2) DEEP ZONE WITH S/S AND 
R/S ZONE ONE/HALF. BOTH CORNERS “CLOUD” 
. ROTATION. No DEEP POST COVERAGE. WEAKSIDE - LB 
IN CHARGE. 
COVER - 5: Four (4) UNDER, THREE (3) DEEP WEAKSIDE ZONE. "CLOUD" 


ROTATION WITH "LITE" VARIATION, LE FORCE TO 
STRONGSIDE. WEAKSIDE - LB IN CHARGE. 


COVER - 10: pive (5) UNDER, THREE (3) DEEP STRONGSIDE ZONE. 
| ТНВЕЕ (3) MAN RUSH, MAXIMUM COVERAGE. “CLOUD”, 
"skY", OR "LITE" ROTATION, 


AN/M V 


COVER 3 - FIRM: M/M covERAGE WITH F/S COMMITTED TO STRONGSIDE. 
No POST HELP. STRONGSIDE COVERAGES DICTATED 
BY RELEASE OF Y RECEIVER. STRONGSIDE VARIATIONS: 
"MagEL", “Sun”, "Kick", USUALLY A RED ZONE 
COVERAGE. STRONG - LB IN CHARGE. ` 


COVER 4 - Hit: M/M covERAGE WITH F/S IN DEEP MIDDLE ZONE. 
Mac - LB ZONE DEAD AREA UNLESS BACKS FLOW, 2ND 
BACK COVERAGE. LB RUN FORCE STRONGSIDE. OPEN- 
LB (Away - Y) IN CHARGE 


COVER - 7: Five (5) unper M/M COVERAGE ("TRAIL" TECHNIQUE) 
WITH S/S AND F/S ZONE ONE/HALF FIELD. 
STRONGsIDE VARIATIONS (S/S COMMITTED TO M/M 
COVERAGE): “Sun”, “Kick”. Open - LB (Away - Y 
IN CHARGE. 


COVER STAR: Μ/Μ covERAGE WITH F/S COMMITTED ΤΟ Y-RECEIVER 
AGAINST EITHER FLANKER OR SLOT FORMATION. 
No POST HELP. SoLID - LB IN CHARGE. USUALLY 
A RED ZONE COVERAGE. 


COVER FIST: M/M COVERAGE WITH F/S COMMITTED TO OPEN 
(Away - Y) SIDE AGAINST EITHER FLANKER OR SLOT 
FORMATION, No post HELP. Open - LB IN CHARGE. 
USUALLY A RED ZONE COVERAGE. 
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Deep Outside 1/3 


Deep Outside 1/3 


VARIATIONS: Mac and Stub will usually play 
"Y" M/M inside or outside, 
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B or Y on Inside 
Release 
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A Inside 
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B or Y on Outside 
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F/S and S/S may 
read the release of 
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"y" M/M; unless he runs 
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"x" M/M Inside and B M/M unless he runs 
Flat route; then Free 
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"Y" M/M unless he runs 
VILE Flat route; then Free 
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cuts and Inside unless he runs г 
A Outside 1-3-5 cut; then 


Free 


еы» 
О 


NOTE: F/S and S/S may 
play "Y" and B Inside- Ó ey (8) / 


Outside. 
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"y" оп Inside "y" on Outside release 
release B Back B Back on inside 
on outside release release of Y 

"X" M/M Inside of Y 

and Deep ug JZ 

y A M/M x "Z" M/M 
Inside 
Take away 1- .cut B Back 


and A Back Ourtsidé-., n ; 


м. 


N 
Deep Outsidà 4/3 
hi 


š \ ; 
tside Zone : ue 


5 CLOUD 


`` Deep Middle 1⁄3 


Deep Outside 1/3 
1 / 
` Pd 
ξ = ке 


Hook Zone Short Outside Zone 


mi 
Ses 


Deep Outside 1/3 


\ 
ÀN 
` 
` 


. 


Short Outside 
zone 


5 SKY 


Deep Middle 1/3 
t Deep Outside 1/3 


5 LIGHTNING 


Deep Outside 1/3 


\ МЛ ` 
' p Ms ; 
ao ` 
Š 7 eo” ` w 
Hook Zone Hook Zone \7 | 
Short Outside < 


a“ 
- 


ИГ? M j 
CLIE 


О 


[^ Middle 1/3 


Deep Outside 1/3 
4 


— 


Zone S cs 2 
= Short Outside Zone 


- < 


αμ [s] 


© πω ©@ 
2 @ 


@ @ 


"xU M/M we S 
A M/M 
x 


6 BRACKET 


Weak corner and free safety can 
play "X" inside outside or long 
and short. Variation of this 
coverage is weak corner kick on 
"X" and play flat zone picking 


up A M/M outside...Will has A 
"X" M/M inside or zone with FS deep on "X". 
eee "2" Μ/Μ 
| "yn M/M 
"Y" Inside 
A Inside 
4 PILIS Flat 


P] m 


® ο 
O 


6 CLAMP 
"x" M/M Inside 
Technique 
"X" M/M Outside 
Technique η. -- v4 Z M/M 
Y M/M 

B M/M Inside NZ Y 

Circle or 

Fly by À 27 2 


~ 
| 
® 


— 


m 


Outside Deep 
to Help with 


Y or Z 


ni 
ο: πος 
© 


@ 


Variations might include Frank 
covering "X on deep inside and 
weak corner picking up A if ne 
runs deep outside. 


Help on "X" inside 
or A deep 


c "ow M/M 
V bic: ` 
"X" M/M v B inside NA N 
Help on "Y" Inside V 
A M/M — 


- 


enm i B [M/M | 
*® ο 8 
© @ 


Post 


TA "Z" M/M 
"y n M/M 
x «7 SZ 
Outside on A v 


м. Inside on A 


B M/M 


COMEIMNATION BLOCKS 


M 
DILDOE εν TACO 
dondd 
CENTER REPLACING TRAPPING GUARD BLOCKING COMBINATION USED OM 


ON TRAP PASS OR TRAP 35 ΕΙΜ-0 


"EVEN" M "opp" M 
TN E KDE: E, Т, 
c ad (c © (2 HOLE) ὦ $ a ὦ ὦ 


CALL BY ‘CENTER ON TRAD TO GET 
BEST BLOCKING COMBINATION 


" EVE N " W M " ít W M 
= z) T; ΤΝΕ S UE ue T, iE 
(4 HOLE) OBĚ ©) (4 HOLE) С B 


CALL BY CENTER ON TRAP TO GET BEST BLOCKING COMBINATION 


JJOO s... 


QOLIOCCO ç ose 


ООШ ο Oe. OODOOO 


COMBINATION BLOCKS 


odn000 
Z 


Guard and Center Double Team. 


SQUEEZE 
quor 
ooGóoo 
P d 
Tackle and Guard Double Team. 


POWER 
I E 
οοποδο 
P 


Tackle and Tight End Double Team. 


JOKER 
M f. M 
s T 
Off Guard Trap on a Linebacker - Center and On Guard Pal Block. 


TAG 


SM 


E «1 
OOÓOUOOO 


Goal Line Call, Telling Teammate 
That You Are Blocking Onside and 
He Should Go Through for LBer. 


M ts, 
T E: 
ooodoóbo 


Goal Line Call, Telling Two 
Lineman to Block Onside and th 
Third One to Go Through for LB 


EAT 
z ТЕ 5 


ÉO οσο οσο 


Goal Line e Télling Three 
Teammates that you are Blocking 


SERIES - BLOCKING PATTERNS 


8 HOLE 8 HOLE 
WHITE 


— 


— code j mance 


Base Hooks Onside - Onside Back Lead on Support. 
Onside Tackle & Y White or Hook 8 Hole 


8 HOLE 8 HOLE 
TOSS WHITE м HOOK 


(G-0) oodo — O GO | 


Quick Toss - On Or on Force - Offguard Protects or Guard Area 
On Tackle & Y White or Hook 8 Hole. 
7 | 8 ΗΟΙΕ т==г: 8 HOLE 


SWEEP у, ODD M PAL 


(BOB) ET 7 facis | 
OOo 


Ball Carrier Across Backfield - On Tackle & Y Down (Odd) - Both Guards 
Pull, (G with Depth) Onside Back EMLOS, On Guard Block Force - Off Guarc 


ean Up. 9 HOLE 8 HOLE 

M 
PITCH y M 
(T-G-0) B-T 


Quick Pitch to Red Back, on Tackle on Force, On Guard Reach, Off Guard 
Protect On Guard Area - Off Back Fakes up into Line. 


OOLIOOO OQOLIOO(Q 


€ ass. OQOLIOOQO 


SERIES - BLOCKING PATTERNS 


aS SSS UE. 
LEAD M IN M 


ДО) o 65006 


"M" Blocking - Otide Back Even Defense lead over on xb 
Odd Defense lead through Nose Man. Backside play protection very import 


2 HOLE М - 2 HOLE 


T T ἊΤ Ε 
Ο OO iui 


Odd Trap blocking off guard, onside back whaming 1 man on or off. 


O HOLE | | —  HOLE 
BAM M M + M 


οὐπιόοο oo8bb5o 


WHAM 


Double Team away from hole, on back leads on Ist backer onside. 


O HO ο) HO 
M 
TURN | Boh у Š 
o T ΙΕ ΑΣ Ton E 5 
Onside line turn drive men out, on back leads on 1 backer onside. 
Backside play protection very important. 
| | 8 HOLE | о 8 HOLE 


F : "WHITE" m 
T E S 
as СЫ | οοσοο 


Tackle & TE 


Fullback replaces guard, on guard blocks support, 
White or Man Hook. 8 Hole. 


6 HOLE μμ. στ ee 8 HOLE 
PLUNGE 


Onsidea line hace itl haek wanlnees off. guard. Off fard blocks outside 


INFLUENCE BLOCKING TERMS AND TECHNIQUES 


BLUFF 


E 
90000 O 
27 
ΤΕ Drive Block Look to Influence a Man Out to Him. 


TE 
HOOK I 


OODOOÓ 009006 
7 


TE Quick Hook Look to Influence a Man Outside. 
G 
HOOK I 


090000 


Guard Quick Hook Look to Influence a Defensive Tackle Outside, 


HOOK I 


E Τι 
OOLIOÓO 200080 
Fä 


Tackle Quick Hook Look to Inťluence u Defensive Man Outside. 


FLASH 
АМ М I 


T i 


i 
s G odriooo 


A Quick Short Pass Set, Then Block Your Man Panne Se 
T M 


FLASH | 
ΑΝΡ | i Ff n KE Š 
29 OOLDJIOGO OLIO 


A Quick Short Pass Set to Influence a Man, Read Your Man Then Block 
2nd Responsibility. 
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INFLUENCE BLOCKING TERMS AND TECHNIQUES 


SUCKER 


E T 
OQDOOO ΟΟΠΟΟΟ 
X 


On Guard Pulling Away From Hole for Influence. 


T GO 
4 


O ο ο Ὁ 
O 


On Tackle, On Guard, Off Guard Pulling Either for Influence or to 
Block Assignment. 


T E 
eooo OODOOO 


On Tackle and On Guard Pulling Either for Influence or to Block 
Assignment. 


TG 


ΟΟΠΟΟΟ οοσοοο 


OODOOO OODOOO 


OOLJOOO c pm Фф@ 


STANDARD LINE BLOCKS AND CALLS 


C 
AWAY , v N 2m 
BLOCK USED BY OCN VS EVEN Q 1000 
FRONT. 
BASE SLIP 


(SEE SLIP BLOCKING) 


BACK V ks S τα 
CALL MADE BY OCN TO INDICATE OOL 


HE HAS NO PRESSURE TO P.S. 
GAP & HE IS BLOCKING BACK. 


BLOCK MADE BY BACK ON DEF. 
MAN OUTSIDE HIS TACKLE 
(NORMALLY D.E.) MIGHT HAVE 
TO SWITCH ASSIGNMENTS WITH 
STUNTS. 


BOB 


A BACK BLOCKING THE 1ST MAN V vg 
OUTSIDE THE NOSE OF THE OFF. Ὃ 
END ΤΟ ΤΗΕ STRONGSIDE (TO QELS 

THE WEAKSIDE IT IS THE EMLOS). 

BUDDY BLOCK 


TWO OFFENSIVE LINEMEN 
WORKING TOGETHER TO BLOCK 2 


DEFENSIVE LINEMEN & LINEBACKER g- 
\ 
A. TYPES OF BUDDY BLOCKS | ν VE 
1. POWER - TWO OFFENSIVE ouo 
LINEMEN WORK TOGETHER TO 
KNOCK THE DEF. LINEMAN OFF V <. 
THE L.O.S. & TO THE OFFSIDE. 
THE PLAYSIDE OFFENSIVE PLAYER ΠΟ 


WORKS το LB DEPTH ONLY AFTER 


41^ 


| Y à 
BIM | OLIO Φα ος 


ASSURING HIS PARTNER'S CONTROL 
OF THE DEF. MAN. “HE OFFSIDE 
OFF. PLAYER WHILE WORKING TO 
GAIN CONTROL OF DEF. MAN MUST 
EYEBALL LB TO ALLOW NO 
PENETRATION. 


2. QUICK - ONE OF THE TWO OFF. 
LINEMEN IS ASSIGNED TO COME OFF 
FAST ON A L.B., OFFERING LITTLE 
HELP TO HIS BUDDY. 


A. WHEN THE P.S. BLOCKER IS 
ASSIGNED TO COME OFF 
QUICK, THIS SCHEME SHOULD 
ONLY BE USED IF THE O.S. 
BLOCKER HAS HELP TO COVER 
HIS O.S. GAP FROM L.B. 
PENETRATION. THE O.S. 
LINEMAN IS TRYING TO 
"HOOK" THE DEF. MAN (USED 
BY THE TE & TACKLE ON "BOB 
SWEEP", 


B. WHEN THE OFFSIDE BLOCKER IS 


ASSIGNED TO COME OFF QUICK, 
HE TRIES TO OFFER A PUNCH 
TO THE DEF. MAN TO HELP 
STOP PENETRATION WHEVER HE 
CAN. BUT HE MUST FIRST BE 
SURE THAT HIS OFFSIDE 
RESPONSIBILITY CANNOT BEAT 
HIM. THE ONSIDE BLOCKER 
KNOWS HE MAY HAVE THE DOWN 
LINEMAN ALONE & ONLY GOES 


TO L.B. DEPTH ON A RAM CHARGE. 
(USED BY TE & P.S. TACKLE ON 


6-7 ~ G-0 


B. BUDDY BLOCKING SCHEMES 


1. EAT - (BETWEEN END & TACKLE) 
Es 40 VS 40Ε 

VCNAL] ΝΝ 

ac а Oooo 


2. TAG (BETWEEN TACKLE & GUARD) 


VS 40 VS 40E VS 30 
Oi x EN Hj ν N Г] 
onóoo ποσο пос 


3. СОС (BETWEEN CENTER AND P.S. 
RIGHT OR LEFT GUARD) 


VS 40 | 
ç H E My 
οοποοο 500 


N 7 


A CALL MADE BY THE OCN TO TELL THE 
OFFSIDE TACKLE WHO HAS INITIAL 
RESPONSIBILITY FOR A DEF. LINEMAN 


CAT 


στα, Yt 
A. "ME" - OCN TELLS TACKLE THAT ΡΝ v NI] 
OCN HAS DEF. LINEMAN. TACKLE 3 
HAS LB'ER BUT MUST TAKE 1ST OLIOOQO 
STEP TO CK. FOR STUNT. 
B. "YOU" - OCN TELLS TACKLE THAT "уой" η [] 
TACKLE HAS DEF. LINEMAN. OCN МАЛ] AZ vo 


TAKES LB'ER BUT MUST TAKE 1ST 


STEP TO CK. FOR STUNT. СС ) OOO 


k: 
CHOKE V [] V V η 
A TECHNIQUE USED BY AN UNCOVERED OO 5 [.] 
OFFENSIVE LINEMAN TO CHECK FOR AN — V V 
LB'ER FILL BEFORE BLOCKING TO THE 
OFFSIDE. OO QOQ 


FAKES A HOOK BLOCK AWAY FROM P.O.A., 
THEN FALLS AWAY FROM THE DEFENDER, 
DRAWING HIM AWAY FROM THE HOLE. 


CLUB f V МП 
A TECHNIQUE IN WHICH THE BLOCKER 06 


10. 


11. 


12. 


13. 


COG (SEE BUDDY BLOC & SLIP BLOCK) 


CUT OFF 


A BLOC DESIGNED TO STOP 

PURSUIT TOWARD P.O.A. ON QUICK 
HITTING PLAYS. THE BLOCKER 
BUILDS A "WALL" WITH HIS BODY TO 
THE P.S. OF THE DEF MAN. IF THE 
DEF MAN CIRCLES HIM, HE SHIFTS 
UPFIELD TO NEXT LEVEL. 


DOWN BLOCK 


A BLOCK USED TO CONTROL DEF LINE- 
MAN WHO IS TO THE INSIDE (OFFSIDE) 
OF THE BLOCKER. 


A. GAP DOWN BLOCK - USED WHEN WE 
EXPECT PENETRATION FROM THE DEF. 
LINEMAN. INSIDE FOOT, 1ST STEP, 
SET THE ANGLE, PIVOT ON OUTSIDE 
FOOT SO BODY IS ALIGNED PROPERLY, 
DRIVE FACE TO DEFENDER EAR HOLE & 
SLAMS HIS PLAYSIDE FIST INTO THE 
PLAYSIDE ARMPIT OF THE DEF. 
TO CONTROL ANY SPINOUT. 


B. ANGLE DOWN BLOCK - 


TO THE P.S. (NO PENETRATION). 
BLOCKER MOVES HIS AIMING POINT 
(FACE) TO THE ARM PIT OF THE 
DEFENDER & PUTS HIS OFFSIDE FIST 


INTO THE CHEST OF THE DEF. MAN TO 
AT TIMES WE 


PREVENT PENETRATION. 
WILL USE A REVERSE BODY BLOC IF 
PLAY IS WIDE. 


DRIVE BLOCK 


A ONE ON ONE BLOC AT THE P.O.A. WHEN 
B.C. CAN RUN ("TO DAYLIGHT") 
ON EITHER SIDE OF THE BLOC. 
ELEMENTS OF THE BLOC ARE: 


KEY 


A. TO AIM DOWN THE MIDDLE OF THE DEF. 


MAN AT CHIN STRAP LEVEL. 


B. TO SHORT STEP WITH BACK FOOT OF 


YOUR STANCE & REPLACE THE DOWN HAND. 


- 
M 


LINEMAN 


USED WHEN WE KNOW 
THE DEF. LINEMAN IS GOING TO REACT 
THE 


[d 185 
V V 
Ooo 

V, 

ο ο e 
V, 
Ες O 
El a 
E CE] 
OUOU 


14. 


15. 


16. 


17. 


18. 


C. TO EXPLODE INTO HIS CHEST WITH 
YOUR FACE & FISTS TO HIS BELLY 
AS THE FOOT HITS THE GROUND. 


D. TO GET A STRONG SECOND STEP SO 
THAT YOUR TAIL IS UNDER YOU. 


E. TO DRIVE HIM BACK IN THE DIRECTION 
HE WANTS TO GO, KEEP DRIVING ON 


HIM & LIFTING HIM UP WITH UPPER 
BODY & ARMS. 


EAT - (SEE BUDDY BLOC & SLIP BLOC) 


EVEN - 


A 2 & 3 HOLE TRAP SCHEME - USED TO TRAP νν VW Γ] 
A ΜΑΝ OVER'P.S. GUARD WHEN ΤΗΕ MAC CAN dx. ὦ 
ΒΕ BLOCKED BY OUR P.S. TACKLE. 
FOLD = (L & R) rgo Μ Ἡ 
A CALL MADE ΒΥ OCN TO EXCHANGE ASSIGNMENTS OOO 
WITH ONE OF HIS GUARDS. "L" CALL, L.G. "RÀ [] 
WILL FOLD, "R" CALL R.G. WILL FOLD. CAN Rv V 
BE USED ON GAP SITUATION ON 0-1 HOLES Ò OO 
& WIDER PLAYS TO GET EETTER BLOCKING 
ANGLE. 
is Γ 

MN V D] 


V 
A CALL MADE BY A LINEMAN TO SIGNIFY THAT O HY 
HIS GAPS ARE FILLED & THERE IS A CHANGE Q a 


IN ASSIGNMENT OR TECHNIQUE. 
GOT 


CROSSBLOCK BETWEEN HIMSELF & HIS OTT ON 
A DEF LINEMAN COVERING THE GUARD & ON 
AN LB'ER 


CALL MADE BY P.S. GUARD TO CALL FOR A [ М 


A17 
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20. 


21. 


22. 


23. 


24. 


σοι ΜΜΩΏ 


6-7 G BLOCKING [5] 


A SCHEME IN WHICH THE P.S. TACKLE & " ' V V 
T.E. DOWN BLOC WHILE THE P.S. GUARD 6 G LOG 


TRAPS OR LOGS AT THE HOLE. 


8 & 9 G BLOCKING [ 
A SCHEME IN WHICH PLAYSIDE GUARD PULLS 
TO BLOC FORCE. HQ00 / 


HOOK BLOCK 


A ONE ON ONE BLOCK IN WHICH THE BLOCKER ^ МЫ 
IS ASKED TO CONTROL ΤΗΕ DEFENDER ТО OoOo 


ONE SIDE. YET IF THE DEFENDER STUNTS 


IN, THE BLOCKER MUST STOP PENETRATION. 


TO DO THIS -BLOC WE MUST TAKE A CONTROLLED 


POSITION STEP WITH P.S. FOOT, KEEPING 
SHOULDERS PARALLEL, READING THE INITIAL Ja 
MOVE OF THE DEFENDER. IF HE PLAYS ο © 


STRAIGHT, CROSS OVER WITH ΤΗΕ OFFSIDE 
FOOT PAST HIS MIDLINE & BLOCK HIM. 

IF HE STUNTS IN, REACT OFF THE "READ" 
STEP & STOP HIS PENETRATION. 


JOKER 


TECHNIQUE & CALL USED BY PLAYSIDE TACKLE 
ON 4-5 HOLE TRAP WHEN HE FEELS THE D.E. 
MAY STUNT INSIDE OR IS LINED UP TOO 
TITE ON HIM SO HE COULDN'T GO THRU FOR 
THE LB'ER. MAKE "JOKER" OR "3" CALL 

TO ALERT TRAPPER & LOCK UP WITH D.E. 


LOCK UP SES Ej 
A TECHNIQUE USED PY A LINEMAN WHO IS OLIQOO 
ASSICNED TO BLOCK DOWN BUT IF THE MAN ON vo 
HIM CROSSES HIS FACE, HE LOCKS UP WITH : 
THIS DEFENDER INSTEAD. meae 
LOG | Г] 


А TRAPPING OR PULLING LINEMAN HOOKS А V. P Г 
DEFENDER IN, EITHER BY ASSIGNMENT OR ὦ 


BECAUSE THE DEFENDER CLOSES A TRAP HOLE. 
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25. 


26. 


27. 


28. 


29. 


30. 


LU - SEE SLIP BLOCKING & BUDDY BLOCKING 


M BLOCKING 


A GENERAL CATEGORY OF BLOCKING SCHEMES 
WHICH INDICATE THAT BLOCKERS ARE 
RESPONSIBLE FOR DEFENDERS ON THEM, 
OVER THEM OR IN P.S. GAP. — 


ο 


A BLOCKING SCHEME IN WHICH THE OFFSIDE 
GUARD PULLS & LEADS THRU THE HOLE AT 
P.O.A. 


ODD 


A 2 & 3 HOLE TRAP BLOCKING SCHEME - 
USED TO TRAP A MAN OVER P.S. GUARD 
WEEN MIDDLE LINEBACKER MUST BE BLOCKED 
BY THE P.S. GUARD 


OFF 


A CALL USED BY THE INSIDE MAN OF A 
PAL BLOCK, WHEN HE IS COMING OFF 
FOR AN LB'ER THREAT BACKSIDE. 


OPTION PULL 


A MAN BLOCKING SCHEME USED BY UNCOVERED 
GUARD - EITHER PLAYSIDE OR OFFSIDE 
GUARD. THE GUARD STARTS TO PULL TO 
PLAYSIDE, SHORT SIDE STEP WITH P.S. 
FOOT & A CROSSOVER WITH BACKSIDE FOOT, 
KEEPING SHOULDERS PARALLEL TO L.O.S., 
MUST BE EYEBALLING YOUR LB'ER & YOUR 
P.S. BLOCKER. IF YOUR LB'ER RUNS 
STRAIGHT THRU, STOP PULL & BLOC HIM, 
IF YOUR P.S. BLOCKER GETS A WEAK 
CHARGE STEP AROUND YOUR BLOCKER & BLOC 
THE MIDDLE # OF THE LB'ER. 
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ó 
Š 


31. 


32. 


33. 


34. 


35. 


36. 


37. 


OTTO 


A BLOCKING SCHEME IN WHICH THE PLAYSIDE 


TACKLE & TE WILL CROSS BLOCK. THE TACKLE 


DRIVES OUT ON THE DEFENDER ON THE TE & 
THE TE DROPS STEPS INSIDE FOOT BLOCKS 
THE DEFENDER OVER THE TACKLE. 


OVER 


BLOCK MADE BY OCN ON A MAN IN HIS 
PLAYSIDE GAP OR ON HIS PLAYSIDE GUARD 


WHO IS PULLING TO LEAD PLAY. TELLS PLAY- 


SIDE TACKLE CK HIS BLOC & GO THRU FOR 
MAC. "EVEN" CALL FOR 29 BOB SWEEP. 


POWER 


SEE BUDDY & SLIP BLOCKING 


QUICK 


SEE BUDDY & SLIP BLOCKING 


RAY 


SEE BUDDY & SLIP BLOCKING 


READING DRIVE BLOCK (GROUND HOG) 


A DRIVE BLOCK EXECUTED WHEN THE BLOCKER 
KNOWS THAT THE DEFENDER MAY STUNT IN OR 
OUT. ON SNAP, THE BLOCKER ADVANCES 
WITH A CONTROLLED (READ) STEP TO SEE 
THE INITIAL MOVE OF THE DEFENDER. AS 
SOON AS HE DECLARES, THE BLOCKER ROLLS 
OFF THAT READ STEP & EXECUTES A DRIVE 
BLOCK. I 


SEAL 


V 
OLIO 
C] r 
V 
οπΌδο 
= 


V 
Oooo 

v 
ποσο 

V 
oodo 


A BLOCKING TECHNIQUE IN WHICH THE OFFSIDE od v. 


WHO IS ASSIGNED TO PROTECT THE AREA 
BETWEEN HIMSELF & HIS OCN (WHO IS OVER 


BLOCKING), MUST PULL WITH A SLIGHT DEPTH 
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eus 


"a 
ΓΓΩ͂Ό 


38. 


39. 


40. 


& RUN PAST THE OCN'S BLOCK SEALING ANY 
PENETRATION BY "CLIPPING" IF NECESSARY. V Ἡ ΜΝ 


IF HE MEETS NO PENETRATION, HE SHOULD 
TURN BACK ON HIS DEF. TACKLE. IF HIS 
GUARD STOPS PENETRATION ON HIS PULL, 
THE TACKLE SHOULD REPLACE THE GUARD 


(CALL WOULD BE "HAT" BY GUARD, TELLING 


TACKLE TO PULL, GUARD HAS MAN IN 
PLAYSIDE GAP). 


SEAL & WHEEL 


ie 


A BLOCKING TECHNIQUE IN WHICH THE OFFSIDE 


TACKLE WHO IS ASSIGNED TO PROTECT 


THE AREA BETWEEN HIMSELF & HIS OCN (WHO 


IS BLOCKING AWAY OR ON), PULLS TO HIS 
INSIDE FAR ENOUGH TO BE CERTAIN NO 
PENETRATION OCCURS BETWEEN HIMSELF & 
THE OCN'S BLOCK. HE THEN PIVOTS OFF 


bo. 


HIS INSIDE FOOT & TURNS BACK TO HANDLE 


A FLAT CHASING DEFENDER. NO CHASE, 
HE SIFTS. 


SINGLE WALL OFF OR SIFT 


TECHNIQUE USED BY OFFSIDE TACKLE TO 
THE SPLIT END SIDE TO PREVENT PURSUIT 
A DEF. 
BACK. ON THE SNAP, THE BLOCKER 
POSITION STEPS TO HIS INSIDE TO GAIN 
MAXIMUM POSITION ON THE DEF. LINEMAN. 


IF THE DEF. LINEMAN STUNTS IN, HE DRIVES 


OFF THAT STEP & FLATTENS THE INSIDE 


CHARGE OFF THE L.O.S. IF THE DEFENDER 


STUNTS OUTSIDE OR DRIVES DEEP UPFIELD 
THE BLOCKER SLIDES TO THE NEXT LEVEL 


ву Oc 
LINEMAN ON A PLAY WHICH CAN CUT Oe 


(SIFTS) 


FOR PURSUING LB'ER. HE IS BLOCKING THE 


MOST DANGEROUS MAN (M.D.) 


SLIP BLOCKING 


TWO OFFENSIVE LINEMEN WORKING TOGETHER 


TO BLOCK A DEF. LINEMAN & LINEBACKER 
FOR ONSIDE OR OFFISDE. 


A. TYPES OF SLIPS 


1. TAG, COG OR POWER SNAPPER 
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N 


TWO OFFENSIVE LINEMEN, LOCATED 

AT OR NEAR THE P.O.A., WORK TOGETHER 
TO GET TOTAL CONTROL OF THE DEF. 
LINEMAN BEFORE WORKING OFF TO THE 


LB'ER. THE OFFSIDE LINEMAN ATTEMPTS 
TO "TAKE OVER" THE BLOCK ON THE DEF. 
LINEMAN. THE ONSIDE LINEMAN 


INTENDS TO WORK OFF TO THE LB'ER, 
AFTER SHOVING THE DEF. LINEMAN OVER 
ONTO HIS PARTNER'S BLOCK. THE 
ONSIDE MAN ONLY STAY ON THE DEF. 
LINEMAN IF HE CAN'T GET OFF TO THE 
LB'ER. THE OFFSIDE LINEMAN STAYS 
BEHIND THE PLAYSIDE LINEMAN'S 
BLOCK ATTEMPTING TO GAIN CONTROL 
OF THE DEF. LINEMAN. HE MUST 
CONTINUE TO "EYEBALL" THE LB'ER, 
BUT ONLY TAKES HIM IF THE LB'ER 
COMMITS TO THE OFFSIDE GAP OR 
WHEN THE DEF. LINEMAN IS CLEARLY 
CAUGHT ON THE PLAYSIDE OF THE 
PLAYSIDE BLOCKER. THE PLAYSIDE 
LINEMAN AIMS AT THE ARMPIT OF THE 
DOWN LINEMAN & ROLLS OFF THE 
INSIDE FOOT IN HIS STANCE, DRIVING 
WITH THAT FOOT (HE DRIVE BLOCKS 
THE PLAYSIDE OF THE DEF. LINEMAN). 
THE OFFSIDE LINEMAN MUST SLIDE 
STEP TOWARD THE PLAYSIDE, EYEBALLING 
THE LB'ER & DEF. LINEMAN WITH THE 
INTENTION OF REACHING THE PLAYSIDE 
HALF OF THE DEF. LINEMAN. 


(NOTE: IF THE DEF. LINEMAN STUNTS 
AWAY, THE PLAYSIDE LINEMAN MUST 
GET INSTANT CONTROL & TURN HIS 
BODY TO SQUARE UP ON LB'ER.) 


[] 
m 


"TAC" 


[3 va 
σᾶς 
Γ] С) 


ON 
η Q 
= 

[] 
D O 
"COG" 


ж! 
Soo 
NA 
Boo 
боо 


© é 


OOO 


( 


"POWER SNAPPER'' 


QUICKSLIP 


USED WHEN THE P.O.A. 
(8-9 HOLES) 


FROM THE BLOCKING TANDEM. 


OR IS SOME DISTANCE 


OOO 


\V/)\V "GEORGE" 


OO 


IS OUTSIDE 


THE 


DIFFERENCE IS THAT THE PLAYSIDE 


BLOCKER IS TRYING TO 
DEFENSIVE LINEMAN BY 
INITIAL AIMING POINT 
SHOVING OFF WITH HIS 
PREVENT DEF. LINEMAN 
HIM. HE ONLY BLOCKS 
LINEMEN IF 


HE CAN'T AVOID HIM. 


AVOID THE [] 


MOVING HIS V "SNAPPER" 


WIDE & 
INSIDE HAND TO O 
FROM HOLDING t 


THE DOWN V/V "TAG" 
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B. 


" | i 
кс пёс 


AUTO SLIP - USED WHEN THE DEF. 
LINEMAN IS TO PLAYSIDE OF THE 
PLAYSIDE BLOCKER OR WHEN THE LB'ER 
IS CLOSE ENOUGH TO 1.0.5. TO 
INDICATE A STRAIGHT DEFENSE OR 

WHEN THE BLOCKING SCHEME DICTATES 

AN AUTO SLIP. THE PLAYSIDE BLOCKER 
NOW INTENDS TO HOOK THE DEF. LINEMAN 
UNLESS HE STUNTS TO THE OFFSIDE. 

THE OFFSIDE BLOCKER ONLY BLOCKS THE 
DEF. LINEMAN IF HE STUNTS TO HIM. 
THE PLAYSIDE BLOCKER TIGHTENS HIS 
AIMING POINT. THE OFFSIDE BLOCKER 
TAKES A FLAT JAB STEP TO THE PLAYSIDE, 
EYEBALLING THE TANDEM. IF THEY 
STUNT, HE PICKS UP THE DEFENDER WHO 
COMES TO THE OFFSIDE. IF THEY 
DON'T, HE SHOULD HAVE THE GOOD 

ANGLE TO CUTOFF THE LB'ER. 


SLIP BLOCKING SCHEMES 


PLAYSIDE 
A. EAT (BETWEEN END & TACKLE) 


GUARD & OCN SLIP ALSO IF TEAM- 
MATE TO PLAYSIDE IS COVERED. 
te 


Is 
ш) 


В. ТАС (BETWEEN TACKLE & GUARD) 


ОСМ SLIPS ALSO ΤΕ ТЕАММАТЕ TO 
PLAYSIDE IS COVERED. 


g ` k. vHy 
VAVAE 
ος Oooo 


C. COG (LU & RAY) BETWEEN OCN & 


R OR L GUARD. 
ES SENE 
MV; AWA V 


D. GEORGE (QUICK COG BETWEEN OCN 
& PLAYSIDE aar 


s. [] 
Jn v vag 
OQ σα ο ο @ 


2. OFFSIDE 


πα (BETWEEN END & TACKLE) 


Г] AH 
3 vy ov) v 
Aæ CC 
33i oooü on 
B.. TAG (BETWEEN GUARD & TACKLE) 
END SLIPS ALSO IF TACKLE IS 
COVERED. 
L. об, ч ш 
пум? ay M 
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C. POWER SNAPPER (P.S.) BETWEEN 
OCN & OFF GUARD 


Г] J πια 
ην V O V [JN =V: 
ooon ооой οσστ 

D 
41. SOLID V + vo 
A CALL MADE WHEN OFFENSIVE LINEMEN, ® ® О ® © 
INVOLVED IN A SLIP, ARE COVERED BY DEF. g 
LINEMAN OR LB'ER ON L.O.S. THE SLIP Vi V 
IS OFF & ONE ON ONE. BLOCKS ARE USED. ОООО О 
42. SUCKER @ 
AN INFLUENCE PULL BV А GUARD WHO PULLS V TV 


V VO 
AWAY FROM THE P.O.A. IN ORDER TO ENTICE С Γή Ó 
A DEFENDER INTO PURSUING HIM. ο O 
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44. 


45. 


46. 


47. 


48. 


A. SQUEEZE BLOCK 


PLAYSIDE GUARD & TACKLE WILL DBLE. V NZL] 
TEAM MAN OVER GUARD. GUARD WILL 

POST MAN ON, STEP WITH OUTSIDE Q TC 
FOOT, AIMING FACE FOR DEFENDERS 

CHIN STRAP. LIFT HIM UP ON CONTACT, 

SWING HIPS TO TACKLE WHEN YOU FEEL 

HIM HITTING D.T. DRIVE HIM BACK & 

INSIDE. 


TAG 


SEE BUDDY BLOCK & SLIP BLOCK 


CALL MADE BY A TACKLE TO SWITCH 5 (C 
ASSIGNMENTS WITH HIS GUARD. 
I 

VO C 
TERM USED TO HAVE FLAYSIDE TACKLE PULL Ó 
TO BLOCKFORCE MAN [36 
TRAP 
AN INSIDE OUT BLOCK AT THE P.O.A. BY A V М, N [J] 
PULLING LINEMAN | O 
TURN BLOCKING 
A BIG MAN ON BIG MAN SCHEME IN WHICH V V V 
ASSIGNED LINEMEN INSIDE OUT ON A DEF. 
MAN TO THEIR PLAYSIDE. O 
VISE 
A DOUBLE TEAM BLOCK BETWEEN PLAYSIDE VV E] 
GUARD & OCN. USUALLY IN SY & GL Hd00 
SITUATION. 
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49. 


50. 


5d 


WEDGE 
I | 


A LINE BLOCKING SCHEME WITH THE 
OFFENSIVE LINEMEN BLOCKING TOWARD VV NM VVVV 
AN APEX AT THE P.O.A. USING SHOULDER OC 


TO HIP OFFENSIVE BLOCKING. LINEMAN 
SHOULD MAKE EVERY EFFORT TO STAY ON 
THEIR FEET. 


WIPE 


A BLOCKING TECHNIQUE USED BY UNCOVERED 

PLAYSIDE GUARD & OCN. PLAYSIDE GUARD Μ V V Μι 
DOWN BLOCKS THE NOSE, AIMING POINT, OOO 
DEFENDERS EAR HOLE, SLAM INSIDE FIST 

INTO HIS CHEST TO STOP PENETRATION. 

ALERT ROLL BACK-DRIVE UP THRU HIM. 

OCN, DROP STEP WITH PLAYSIDE FOOT 

ALLOW YOUR: GUARD TO MAKE HIS CONTACT 

THEN PULL AROUND HIM FOR YOUR BLOC 

ON MAC. 


X 


GUARD OR TACKLE & TE WITH OUTSIDE MAN 
BLOCKING DOWN FIRST, INSIDE MAN DROP 
STEP & BLOCK OUT. 


A CROSS BLOCK BETWEEN PLAYSIDE TACKLE & > 


TIGHT END BLOCKS 


ΜΑΝ OR "M" BLOCKING 


A general category of blocking 
schemes which indicate that 
playside blockers are responsible 
for defenders on them, over them, 
or in the playside gap - It is a 
drive block, placing the face mask 
into defender's chest, using the 
arms to lift defender. 


HOOK BLOCK 


A one on one block in which the 
blocker is asked to control the 
defender to one side. (Yer if 

the defender stunts in, the blocker 
must react to stop penetration) 

To execute this technique the 

key elements are: 


a) To take a controlled position 
step with the play side foot 
keeping shoulders parallel, 
reading the initial move of 
the defender. If he plays 
straight, cross over with the 
offside foot past his mid 
line and block him. If he 
stunts in, react off the 
"read" step and stop his 
penetration. 


OTTO 


A call made by the playside tackle 
to exchange assignments with the 
playside end - Tackle drives out 
on defender over tight end. Tight 
end steps around tackle and blocks 
defender over tackle. 


SLIP BLOCK - "EAT" 


Α slip block between the tight 
end and tackle - It is a block in 
which the tackle and tight end 
are responsible for the men over 
the tackle and tight end. 


ipo 
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SLIP BLOCK - "EAT" CONT. 


a) Onside "Eat" is when the play 
is direct into them. 


b) Offside "Eat" is when the 
play is directed away from 
them. 


WHITE BLOCK 


A cross block between an end and 
tackle. The end goes first 
and the tackle behind. 


PAL BLOCK "DOO ΡΑΡ'' BLOCK 


A combination block between 

the tight end and tackle in 
which they are responsible for 
two defenders, the man over the 
tackle plus the first man inside 
the tackle. 


"OFF CALL 


A call used by the inside man 

of a "PAL" block, when he is 
coming "Off" for a LBʻer 
threatening backside. Tight end 
has inside man by his self. 


"GO" CALL 


A call used by the inside man 
of a Pal block, telling the 
outisde man to go for the LB'er. 
Tackle stays on man over by his 
self. 


TESS BLOCK 

Tight End releases off,L.O.S. 
for force. 

POWER BLOCK 

Tackle and Tight End stay on 


double team. Tackle will post 
defender over him and Tight End 


will drive defender who is located 


over Tackle. : 


TIGHT END "BLUFF" BLOCK 


Tight End will fake a "Down" 
block to get inside 
attention or influence him. 


TIGHT END "CLUB" BLOCK 

Tight End will fake a "Hook" 
Block to influence a defender to 
the outside. 

SMASH BLOCK 

Tight End Block when he is 
responsible for first LB'er off 
L.O.S. to his inside. 

BLAST BLOCK 

A double team with Tight End 
and man in a "Close" position. 


The Tight End is the post man 
of the double team. 


DOWN BLOCK 


When the Tight End is responsible 


for the first man to his inside. 
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RECEIVER BLOCKS "Z" 


ANY WIDE RECEIVER BLOCKING À MAN FROM OUTSIDE IN 


CRACK BLOCK 
ABOVE THE WAIST AND HEAD IN FRONT 


м 


6) ο ο m ® ә o CX 
O 
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ANY OUTSIDE ΙΝ BLOCK ΟΝ À DESIGNATED DEFENSIVE 


ZAP BLOCK 
LINEMAN ALIGNED ON CENTER OR P.G. 


Φ οοπσοφ 


ΑΝ OUTSIDE IN BLOCK EXECUTED ON A LINEBACKER 
ALIGNED INSIDE Y. 


© G ¿mia ese 
O E 


О О 


CRIB BLOCK 


AN OUTSIDE IN BLOCK EXECUTED ON THE DEFENDER 


POW BLOCK 
ALIGNED ON Y. 


— = = — = = 


RECEIVER BLOCKS "X" 


CRACK BLOCK ANY WIDE RECEIVER BLOCKING A MAN FROM OUTSIDE IN 
ABOVE THE WAIST AND HEAD IN FRONT C.P. 5 YARD RULE 


es -X 
- 


- 
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ΟΡΤΙΟΝ BLOCK BLOCK EXECUTED BY "Х" RELEASE OFF L.O.S. READ WEAK 
SAFETY AND CORNER BLOCK MAN WHO HAS FORCE 
RESPONSIBILITIES 


- 
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BALL HANDLING FUNDAMENTALS 
ACCEPTING THE BALL: 


Place the FAR hand (hand away from side QB is feeding) slightly 
below belt buckle, palm up with the elbow slightly raised away 
from hip to serve as a stop for the ball. 


Place the NEAR hand (hand to the side QB is feeding) at the front 
of the shoulder with the thumb pointing down to help force the 
elbow up. The near elbow must be kept high forming a pocket for 
the ball. The QB will place the ball on the belt buckle. Do not 
reach for the ball. Once the ball is placed on the belt buckle 
drop the top arm and close both hands over the points of the ball. 


The Ball Carrier should be looking at the P.O.A. and not at the 
ball. The QB is two-thirds responsible for the hand-off, you are 
one-third. | 


CARRYING THE BALL: 


The ball should be carried with the finger tips over the point 
with the other point tucked between the elbow and the armpit. 
Both hands should always be used to put the ball into place. 


PROTECTING THE BALL: 
1. Whenever possible the ball should be kept against the body. 


2. When contact is inevitable from both sides the ball should be 
protected with both hands. 


3. When going down the ball should be protected with both hands. 
SWITCHING THE BALL: 


Switching teh ball should be an automatic reaction when tacklers 
approach to ball side. This will enable you to use the free arm 
toward off tacklers. 


Switching the ball should be done by sliding the free hand over 
the top of the ball, getting the fingertips over the point, bring 
it across the body using the bottom hand to help carry the ball 
to the other arm. 


COMMON FAULTS THAT LEAD TO FUMBLES: 


Near Elbow not raised. 

Reaching for ball. 

Not closing pocket on ball. 

Waving or not keeping ball tucked with fingertips and arm. 
Switching ball in heavy traffic. 
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BACKFIELD BLOCKS AND TECHNIQUES 


FUNDAMENTALS COMMON TO ALL BLOCKS 


Ἐς 
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PRE-SNAP LOOK (P.S.L.): Always take a P.S.L. to locate 
your blocking assignment prior to the snap. On your 
first step get your eyes on your man immediately. 

(Shoot Your Eyes) vision is the most important aspect 

in blocking. You must locate the man and keep your eyes 
on him as he is not going to stand in one spot. 
Concentrate on your target. 


STANCE: You must assume a good stance. A stance that 
will allow you to take the proper step in correlation 
with the proper approach and block being used. 


APPROACH: Each block has an initial approach and you 
must concentrate on this angle of departure. Once the 
ball is snapped and your man moves to play his 
responsibility, now your approach must automatically 
adjust! 


BEND THE KNEES: Don't bend at the waist. Get ina 
hitting position by lowering the center of gravity by 
bending the knees! 


CONTACT: Be a hitter. Block through the man, not 
to the man. Keep your head up and eyes on target 
and hit on the rise! Don't stop your feet upon contact! 


BASE: To ñit as your have to, you must have and 
Maintain a good base under you. Keep your feet apart, 
approximately shoulder width. 


FINISH: Finish your block by running through the man. 
In order to maintain contact, you must keep your 
knees bent, head up, back at proper angle and your 
feet moving until the whistle blows! 


PRIDE: To be a good blocker you must take pride in the 
little details of the fundamentals involved! 


INDIVIDUAL BLOCKS 


2.1 


BIM BLOCK: A block used primarily in connection with 
the 8 ς 9 holes but will be used along with 6 & 7 

hole plays as well. By rule it means block the first 
man outside your offensive tackle on or off the L.O.S. 


TECHNIQUE: 
1. P.S.L. Locate your assignment - usually the 
defensive end. Concentrate on a point 4" above 


his outside knee! 
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2. APPROACH: Explode out of your stance by stepping 
first with the near foot at a point just outside 
the man you are going to block. Your second step 
should be right down the middle of the man. While 
on your approach, be ready to adjust to his charge 
either in or out. This is why it is so important 
to get to him quickly as you will cut down on the 
distance you allow him to move. Keep the knees 
bent, head up and feet apart and moving. 


3. CONTACT: Your concentration point for contact is 4" 
above his outside knee. Get under his shoulder 
pads. Block with your inside shoulder through his 
outside knee. Hit on the rise and work your feet 
upon contact. 


4. FINISH: Maintain a good base and keep your head up 
and feet moving. If you have to, go to all. fours 
and scramble him, but at all cost try not to end up 
on your belly unless he is cut down on top of you! 


5. C.P.: If while on your approach you see your 

offensive tackle blocking your assignment, continue 
` On your course and block his responsibility. This 

is called a Bat technique and may be called prior 
to the snap by your tackle. Don't ever assume it 
will be called. A proper approach will take care 
of this adjustment! 

COMMON FAULTS 

1. Approaching at a poor angle. 

2. Not getting to block quick enough. 

3. Over-extending under the man ending up on your belly. 


4. Not follow through and allowing the man to escape. 


TS 


BUTT BLOCK: A Block used primarily with the 34-35 play, 
but will be applied to other plays! 


TECHNIQUE: (Written in correlation with 24 & 25) 


Es 
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P.S.L.: Locate Will. He's your's all the way. 
Your concentration point is the middle of the numbers! 


APPROACH: Drive for the outside leg of your Tackle. 
Start with a lead step. Get your eyes on Will and be 
ready to adjust your course to his movement. Whenever 
possible go outside your Tackle to block him. This 
helps keep the hole wider for the ball carrier. If Will 
does go inside you must adjust and go in after him. If 
he's on the LOS be prepared to stay up on him. Keep the 
knees bent, head up and feet apart. 


CONTACT: Your concentration point for contact is the 
middle of the lb'ers numbers. Butt him with your fore- 
head and attempt to run through him. Don't choose a 
Side! Knock him straight back. Hit on the rise and 
work your feet upon contact. 


FINISH: Maintain a good base and keep your head up 
and feet moving. Block him straight back. It is a 
daylight running play so don't pick a side - just 
stay with him as long as possible. 


C.P.: The most important fundamental is defining 
Will's movement on your first step. 


COMMON FAULTS: 


Pam 


2 


ds 


Failure to locate. 
Poor approach. 
No working feet upon contact. 


Choosing a side. 
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WALL BLOCK: A two offensive man combination block used 
primarily on the backside of a running play. The Back 

will block the outside of the area and the Tackle will 

usually be responsible for the inside of the area, 


TECHNIQUE: Generally a Back and Tackle Tech. 


1, “Pi O S.L: Locate the two men in your assigned area. 
Your P.S.L. may define which man will be yours. 


2. APPROACH: Explode out of your stance by stepping with 
your inside foot at the inside leg of the Offensive 
Tackle. While on your approach, real the charge of the 
two people in your area. Continue on your course. 

Keep the knees bent, head up and feet apart. C.P. 
If your man takes a hard Outside, continue upfield to 
the next man. 


3. CONTACT: Make contact with your outside shoulder on 
any man that crosses your path. Put your outside 
shoulder through the inside hip of the defender. Hit 
on the rise and work your feet upon contact. 

4. FINISH: Maintain a good base and keep your head up 
and feet moving. Don't allow the man to escape to 
your inside. You may use cut Tech. 


S. C.P.: Be prepared to block as soon as you leave your 
stance. 


COMMON FAULTS: 

1. Approaching at a poor angle. 

2. Not being ready to block. 

3. Not sprinting through the area. 


4. Allowing an inside escape. 


[] 
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BOB BLOCK: For definition purposes BOB means Back on a 
Backer, but there will be times when Bob encompasses a 
down lineman. The BOB Block is used in connection 

with 6&7 Power, and 8 & 9 Sweep plays. By rule it 
usually means you will be blocking a man lined up on the 
TE! 


TECHNIQUE: The technique is dependent upon the Point of 
Attack. 


SIX & SEVEN HOLE BOB BLOCK (Cylinder Approach) (Kick out 
Block) 


l. P.S.L.: Locate your assignment - usually the Stub 
LB'er. Your concentration point is the outer part of 
the inside number. 


2. APPROACH: Explode out of your stance by stepping with 
the near foot just outside the man. Your second step 
should be just inside him. If these two steps are 
executed properly, you will be headed right down the 
middle of the man. Continue straight at him but while 
On your approach, be ready to adjust to his movement. 
Anticipate him closing! Keep the knees bent, your head 
up and feet apart. (Angle of approach makes it a kick 
out block). 


3. CONTACT: Your concentration point for contact is the 
outer part of the near number. Butt him with your fore- 
head and attempt to run through him. Hit on the rise 
and keep your feet moving upon contact. 

4. FINISH: Maintain a good base and keep your head up 
and feet moving. If you get a stalemate, run up 
through the man, pulling yourself out of the hole. 

Stay on him and keep your feet. 


5.  C.P.: If the man is going to excape, make sure it is 
to your outside. (A slow escape). 


COMMON FAULTS: 

1. Approaching at a poor angle. 

2. Stopping your feet upon contact. 

3. Not alert for the movement of the defensive man. 


4. Lack of intensity upon contact. E 
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BOB BLOCK - BOB BLOCK - Back on Backer - 8 6 9 Hole; 
This block is used primarily with a Sweep on the Stub 
LB'er or DE. 


TECHNIQUE: Hook Block all the way! 


1. P.S.L.: Locate your assignment - usually a Stub 
LB'er but could be a DE. Your concentration point 
is the man's far hip. i 


2. APPROACH: Explode out of your stance by stepping with 
your near foot at a point approximately 1 foot 
outside your assignment. Sprint for this point always 
attempting to get there even if he moves out. Be 
alert to cut him early if he attempts to go under you. 
Keep your knees bent, head up and feet apart. 


3. CONTACT: Your concentration point for contact is the 
man's outside. Continue on your approach attempting 
to drive your head on past the man. Make contact by 
getting your head through his outside number. Strike 
off your outside leg. This helps you get going up- 
field. Hit on the rise and keep your feet moving. 

4. FINISH: Maintain a good base and keep your head up 
and feet moving. Attempt to end up going straight 
upfield. 


5. C.P.: Since you are going for a hook all the way, make 
sure you don't let him get under you. 


COMMON FAULTS: 

l. Not getting to the man quick enough. 
2. Approaching too flat or too wide. 

3. Leaving your feet too soon. 


4. Not finishing headed upfield. 
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BOSS BLOCK: An open field used to block specific 8 & 9 
hole runs. “he term track tells the back to run a specific 
course to the point of attack and block the first man 

that crosses his face. Track infers a hook technique all 
the way. 


TECHNIQUE: 


l. P.S.L.: Check the perimeter of the defense for any 
preliminary definition of containment. 


2. APPROACH: Explode out of your stance by taking a 
lead step parallel to the L.O.S. in the direction 
of the play. Start parallel and gradually gain ground 
as you move away from the formation. As you clear the 
formation, check the contain and get on a 45? course 
for the sideline. You are going for a hook all the 
way. Don't go to a man, force him to come through 
you to get to the ball carrier. 


3. CONTACT: Once a man commits to you, execute a running 
butt block through the numbers. Keep your feet. You 
can actually make a good play without making contact 
if the man wants to run to the sideline with you. 

4. FINISH: Run through the man's numbers. Take him 
to the sideline if he wants to go. The Back will 
turn up under you. Don't stop until the whistle blows. 

5. C.P.: Think in terms of stretching the corner. 

COMMON FAULTS: 

1. Gaining ground too soon. 

2. Not staying on the track. 


3. Leaving your feet to block. 


4. Not thinking in terms of stretching the corner. 
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LEAD BLOCK: The Lead Block is either a "clean up" block 
on a man coming off another block or a block on a LB'er at 
the P.O.A. The Back will lead through the hole called. 


TECHNIQUE: 


Ls 


P.S.L.: Check the defense at the P.O.A. Try to anticipate 
what your block is going to be. 


APPROACH:  Explode out of your stance with a lead step, 
driving for the inside point of the hole called. While 
on your approach, read the defense all the way. Stay 
tight to the inside of the hole and only leave this course 
if the hole is clean and the LB'er appears from the 
outside. Your first thought is to seal inside the hole, 
either on a down lineman or LB'er coming from the inside 
out. 


CONTACT: Your concentration point is outside foot of the 
lineman at the P.O.AÀ., not on an individual man. If a 
lineman comes off the lineman inside the hole, block him 
by putting your inside shoulder on his inside hip. Hit 

on the rise and work your feet on contact. If the hole 

is clean and a LB'er appears, execute a Butt Block through 
the numbers. Vs. Bubble you may help Center. 


FINISH: Maintaining a good base is important on both 
blocks. Keep your head up and feet moving. The one 
thing you don't want to happen is to get stuffed in 

the hole. 

C.P.: The most important point is to read on the move. 
Don't wait for something to happen. On a weak lead draw 
your concentration is LB'er all the way. 

COMMON FAULTS: 

l. Not reading the defense properly. 

2. Not tight enough to the inside of the P.O.A. 

3. Not hitting with authority, therefore, getting stuffed. 


4. Choosing a side on a LB'er. 


5. On a lead draw - giving away the inside you already 
have! a 
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F BLOCK: The "F" block is either a Bim block on the onside 
defensive tackle or a Lead block on the Mac LB'er dependent 
upon the defensive front or the Center's block. Note: FB 
Should be alert vs. 70 front and for Fat Block Technique. 


TECHNIQUE: (Written as an 8 & 9 hole play) 


1. P.S.L: Locate your blocking assignment and listen for 
the Center's call in case he wants to change the blocking. 


2. APPROACH: Explode out of your stance by taking a lead 
Step at the outside foot of the onside guard. If there 
is no call and it is a 40 defense, Bim block the D.T. 
All Bim principles apply. If Even is called,go through 
on Mac and Lead block him. The only C.P. here is to go 
through the path of least resistance and anticipate 
Mac moving to the P.O.A. Keep your approach outside 
Mac. If A 7O front start up then get on Boss Path. 


3. CONTACT: Blocking DT - Fundamental Bim Block.  Block- 
ing Mac: block him with your inside shoulder keeping 
your head between the man and the ball. Don't go to 
the ground unless Mac goes with you. If your assignment 
changes to a block,carry out all the fundamentals but 
don't get too close to the L.O.S. as you leave the 
formation. 


4. FINISH: All base fundamental principles apply. 

S. C.P.: Be alert for changes in defensive fronts and 
Center's call. When blocking Mac, anticipate him 
moving to the P.O.A. but not until you've made sure he 
is going to dog through the pulling guard area. 

COMMON FAULTS: 

1. Not recognizing the front and missing Center's call. 


2. Poor approach on both the DT block and Mac block. 


3. Not staying up on Mac. 
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2.9 P BLOCK: The P block is either a Bim block on the offside 
DT or a Lead block on the LB'er. The offside guard is 
pulling. This is a fill block for the pulling guard. 


TECHNIQUE: 


l. P.S.L.: Check the 
assignment. 


2. APPROACH: Explode 
step at the inside 
the inside of your 


defensive front and locate your 


out of your stance with a near foot 
foot of the offside Guard. Stay to 
area. You must clear the OB. 


3. CONTACT: Bim block a down lineman with your outside 


shoulder to the DT 
striking with your 
number. 


's inside knee. Lead block a LB'er 


inside shoulder through the inside 


4. FINISH: All base fundamentals apply. 


Bas “CyB. Don't allow 


aman to escape across the formation. 


You must maintain a tight course through your area of 


responsibility. 
COMMON FAULTS: 


1. Poor approach. 


2. Not staying tight inside. 
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BAM BLOCK: The Bam Block is a type of block where we are 
Fan Blocking our line and Single Blocking our back on an 
inside backer, off the lead series. Also applies to 
Turn Play Blocking. 


TECHNIQUE: 


l. P.S.L: Check defense at P.O.A. to determine who your 
assignment is going to be. 


2. APPROACH: Explode out of your stance with a lead 
step. Drive to hole called, while on your approach, 
read defense all the way. For best path to your 
assignment. 


3. CONTACT: Your concentration point for contact is middle 
of the LB'ers numbers. Butt him with your forehead and 


attempt to run through him. Don't choose a side, take 
him straight back. Hit on the rise and work your feet 
upon contact. 


4. FINISH: Maintain good base, keep your head up and 


feet moving. This is a daylite running play. Stay with 


him as long as possible. 
COMMON FAULTS: 
l. Failure to locate assignment. 
2. Poor Approach. 
3. No feet on contact. 


4. Choosing a side. 
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-ll WHAM BLOCK: The Wham Block is a block off the odd 
Trap Blocking scheme. With the near back and "O" guard, 
Doubling a man on or off L.O.S. in "G" Guard area. A 
Shoulder Block. 


TECHNIQUE: 


l. P.S.L: Check Defense at P.O.A. to determine who your 
assignment is going to be. 


2. APPROACH: Explode out of stance. Lead stop with near 
foot drive at outside let of "G" quard. 


3. CONTACT: Your contact point is outside thigh of man, 
leaving inside thigh for trapping guard. Contact 
point is same for Down Lineman or Linebacker, hit on 
the rise, keep feet moving. 


4. FINISH: Maintain good base. Keep feet moving. 
Stay with him as long as possible. 
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CLEAN BLOCK: The clean block is one commonly used in 
conjunction with the 6 & 7 Hole plays. The Clean-uo 

of a man coming off another block or a block on a S/S 
ος CB at the P.O.A. Back will lead through hole called. 


TECHNIQUE: 


1. P.S.L: Check defense at P.O.A., try to anticipate 
what your block is going to be. 


2. APPROACH: Explode out of your stance with a lead 
step, driving for the inside point of the hole called. 
While on your approach, read the defense all the way. 
Your first throught is to secure the hole on a down 
lineman or lead through DR around for a secondary 
Back, alert for Stub Dog inside. Go outside, block lst 
show. I 


3. CONTACT: Your concentration point is the man over 
your Tackle N/T man over your TE. Read his charge 
use Bim block technique on a down lineman. If the 
hole is clear and a secondary person appears, execute 
a Butt block through the number. 


4. FINISH: Maintaining a good base is important on 
both blocks. Keep your head up and feet moving. Do 
not get stuffed in hole. 


5. C.P.: The most important point is to read on the 
move. Don't wait for something to happen. 
Nis XR 


Ë | =e 
ὁ df od ον” 


PASS BUTT BLOCK: This block is the base block used by a 
back to block a LB'er in the dropback passing guae: It 
amounts to a Butt Block. 


TECHNIQUE: 


1. 


P.S.L.: Locate vour LB'er and maintain vision on him. 
If he drops off now your concentration changes to either 
an assigned area or person! 


APPROACH: Set quickly bv stepping with your near foot 

at the man, focasing all your attention on the LB'er. 

If he is dogging, meet him as close to the L.O.S. as possible. 
Your approach should be right down the middle of the man. 

Keep your knees bent, head up and feet apart! 


CONTACT: Strike the man through the numbers with the 
forehead and simultaneously with the heel of the hands. 
Ideally the hands should go right through the man's 

lower chest area. Hit on the rise driving your helmet 

up under the man's chin. Keep your feet moving upon contact. 


FINISH: Keep your head up and feet moving. Don't stop 
because you are blocking for the passing game. With 
exact execution of these techniques you can put a man 
on his back if you will finish your block. 


CP. Get your eyes on the man as soon as possible. 
If he' s dogging go to meet him. Constrict the area he has 
to move in by meeting him up in the hole. Don't flinch. 


COMMON FAULTS: 


l 
2. 
35 


Not locating the LB'er on lst step. 
Failure to go meet the man. 

Not hitting on the rise. 

Not striking through the numbers. 


Over-extending. 


MASTER LIST OF RUNS 


0-1 HOLE AND BLOCKING SCHEMES 6-7 HOLE AND BLOCKING SCHEMES 
BROWN - 20F & 21F I & BROWN - 36X-37G 
BROWN - SLANT 20 & 21 I - PLUNGE 26-27-O (WK) 
BROWN - PLUNGE 30-31 I - PLUNGE - 26-27-0 (SS 
BROWN - DIVIDE 30-31 I - 26-27 CLEAN 
I - LEAD 20 & 21 TURN I- RED - TOSS 27-26 POWER-O 
I - LEAD 20 & 21 BAM I & RED - 26-27 POWER-O-OUTSIDE 


RED-PITCH 20-1 cT & TOSS 20 RED - 36-37 BIM-O 


RED - 26-27G 


2-3 HOLE AND BLOCKING SCHEMES 8-9 HOLE AND BLOCKING SCHEMES 
BROWN - P 32-33 RED - 28-29 BOB SWEEP 
RED - TOSS 32-33 (WK) BROWN - TOSS & SLANT 38 & 39 
RED - PITCH 22-23 I - VEER 28-29 
RED - 22-23 WHAM I- 28-29 TOSS 


FLANK - TOSS 38-39-TG 


4-5 HOLE AND BLOCKING SCHEMES 


BROWN 
BROWN 
BROWN 
BROWN 
BROWN 
GREEN 


& 


SLANT 34-35 

34-35M 

RED - DIVIDE 34-25 HAND-BACK 
JAB 34-35 

PLUNGE 34-35 TRAP 

RED - LEAD 24-35M 


I - COUNTER 24-25 LEAD 
34-24 (DIVE) 
34-35 TRAP (WK) 
34-35 COUNTER 


RED - 
RED - 
RED - 


501 


MASTER LIST OF GOALLINE - SY 
RUNS 


POWER RED-RT - QB WEDGE AT 04 

POWER RED-RT - SHORT PEEL - PITCH-33-ZAP 
POWER RED-RT - 24-PITCH-TRAP-TI 
POWER-RED-RT-28-G-BLAST 

POWER-BROWN-RT (PEEL)-31-PLUNGE (ALSO G-T-I FOLD) 
POWER-BROWN RT (PEEL)-32-PLUNGE 
POWER-BROWN RT-28-F-BLAST 

POWER-BROWN RT-39 BOSS (39 TOSS) 
POWER-GREEN-RT-34 M-LEAD 

POWER-I-RT-27 BOSS 

POWER-I-RT-28 BOSS 


PASSES 


POWER-BRWON-RT-PASS 37-704 ARROW 
POWER-BROWN-RT-PEEL-PASS 37-704 ARROW 
POWER-BROWN-RT-PEEL-PASS 26-072 ARROW 
POWER-GREEN-LF-PEEL-PASS 26-704 ARROW 
POWER-GREEN-LF-PASS 26-704-ARROW 
POWER-GREEN-LF-PEEL-PASS 37-072 ARROW 
POWER-RED-LF-PASS 26-704 ARROW 
POWER-RED-RT-PEEL-PASS 26-072 ARROW 
POWER-RED-RT-PEEL-PASS 27-072 ARROW 
POWER-RED-RT-PASS 21 BOOT-704 
POWER-RT-ZIP-PASS 36-072 ARROW 
POWER-RT-ZIP-PASS 36-018 HOOK 
POWER-RED-RT-PASS 26-ZERO 88-ARROW 
BROWN-RT-OPPOSITE-S.P. 28-088-B-CROSS 
TREY-LF-MOTION-PASS 36-072 ARROW 

POWER GREEN LF-PASS 37-018 SWING (016SWG) 
TWIN-RT-TOM-QUICK 989-B-UP 
TREY-LF-21P-QUICK KEY-OH-49-A-FKAE DELAY 


IL. 


LUI. 


IV. 


σι U 4 w 


MASTER LIST OF PLAY PASSES 


PLAY PASS 


B0) DN rn 
ο 0 ο 'd 


30 DRIVE 208 

30 DRIVE 708 

30 DRIVE 2 POP 2 

30 DRIVE 208 Z POST 


PLAY ACTION PASSES 


to 
oU UU шо WD 
g UU u VU о 


SPRINT 


24/25 
24/25 
24/25 
24/25 
24/25 
34/35 


1. SPRINT AT 


BOOTLEG 


1. BOOT 


DASH 


DASH 
DASH 
DASH 
DASH 
DASH 
DASH 
DASH 


NO ο 5 0 N P> 


“AT 


AT 8 


AT 
AT 
AT 
AT 
AT 


со oon OO CO CO 


AT 


824 
428 
699 
794 
989 
904 


8 OR 


OR 9 


OR 
OR 
OR 
OR 
OR 
OR 
OR 


€ о © (O (O dq © 


DIAGONAL 


B SNEAK - OH 
A SHOOT 


9 453 B ARROW 


924 (624 X GO) 

436 

ZERO 47 

072 FAKE DELAY 

087 

402 B FLAG - FAKE DELAY 


472 
472 


Z FAKE DELAY 
X FAKE DELAY 


IL. 


IV. 


MASTER LIST OF SCREENS 


ROSE AND LILLY 
ZERO 73 

3 ZERO 6 
286 

666 

626 

633 


Oo (л C N KE 


LO AND HI ROSE OR LILLY 
3 

6 STOP 

6 HOOK 

7 À ANGLE 

9 

9 X DELAY 

33 A STOP 

76 A STOP 


ο. - G (л & UNE 


FLARE SCREENS 

1. FLARE SCREEN TO A 
2. FLARE SCREEN TO B 
3. LO/HI SCREEN TO B 
4. LO/HI SCREEN TO Y 


QUICK SCREENS 

l. σα ZIP SCREEN 

2. FAKE 20/21 Q. SCREEN TO X 
3. FAKE 24/25 Q. SCREEN TO 7 


PLAY SCREENS 
1. F. 28/29 SCREEN TO Y 
2. DASH SCREEN TO A 


MASTER LIST ΟΕ DROP BACK PASSES 


MAX VII. SCOT 

89 
> ο. 1. ZERO 33 B WIDE 
3. 989 PULL UP 2. 272 UP-X-Z DELAY 


(FAKE DELAY) 


Fu 


3 368 
QUICK 2 375 
1. 101 5 370 
2. 212 A ARROW-UP 6 390 
3 606 7 399 Υ GO 
8 372 UP-B-X DELAY 
FIRM 9. 438 B DELAY-UP 
10. 439 B ARROW 
E M UR co E 
ὄ--: 13 55 FAKE PICKS 
14. 525 UP-Y-DELAY 
FLARE 15. 633 B UP 
1. 272 UP-X-Z DELAY (FAKE DELAY) 16. 637 B UP (Y 6.0.) 
2. 438 A WIDE-SNEAK 17. 636 B ARROW 
3. 495 A ANGLE-STOP 18. 686 B FAKE DELAY 
4. 499 A WIDE OH (Y CHECK 2) 19. FIRM 666 
5. 525 UP-Y DELAY 20. 737 B UP (Y G.O.) 
6. 555 ` 21. 787 B WIDE 
7. 585 22. 844 B WIDE 
8. 666 23. 834 B CENTER 
9. 787 WIDE 24. 979 B FAKE DELAY 
O. 814 B ALLEY-WIDE 25. 972 FAKE DELAY 
1. 844 A IN-WHEEL 
2. 989 B CROSS-SNEAK 


VIII. LO/HI 


R OR L 
1. 7 A DELAY-UP 
1. ZERO 88 2. 614 ALLEY 
2. 400 3. 617 ALLEY 
3. 428 B CHECK 4. 618 ALLEY 
4. 970 5. QUICK 606 
6. FIRM 603 A ARROW-UP 

KEY 

IX. LUCKY OR RICKY 
l. ZERO 44 B SHOOT 
2. F. ZERO 44 A SHOOT 1. ZERO 94 B FLAG 
3. 099 A FAKE DELAY: 2. 4 ZERO 8 A SNEAK 
4. 209 UP X DELAY (FAKE DELAY 3. 772 B DELAY 
5. 499 A G.O. 4. 973 B CENTER 
G. 4 ZERO 8 A SHOOT 
7. 748 A WIDE 
8. 772 A POST 
9. 8 FAKE ZERO 4 B SHOOT 
ο. 972 Z DELAY (FKAE DELAY) 
1. 929 B CROSS-TPAIL 


— n 


^ 
* 


MASTER LIST OF DRAWS 


21 AND 30 QUICK DRAW 
24 AND 25 LAG DRAW 
34 AND 35 LEAD DRAW 


STATUE AT 8 OR 9 


MASTER LIST OF SPECIALS . 


WEAK SIDE REVERSE 
STRONG SIDE REVERSE 

DASH SCREEN TO A 

FAKE 28/29 BOB-SCREEN TO Y 
FAKE 24 OR 25 LEAD - ОВ KEEP 


FAKE 34 OR 35 FLEA FLICKER 


RED RIGET 
Pit 21 GT 
Toss 20 
T 
ji P EA E HB 26 ΡΟ Out 
i 5 s 26 G 28 Bob Swo 
37 Bim О 35 co T33 L 24 M 26 PO 
Quick 101 С) (z) 
Quick 606 
Firm 363 Stop Flare 525 Up-Y Delay 
Firm 989 (8) Flare 495 A Angle-Stop 
Flare 272 Up-X-2 Delay Flare 989 B Cross-Sneak 
Flare 438 A Wide-Sneak Flare 844 A In-Wheel 
Key 748 A-Wide Flare 787 Wide 
626 Lilly Flare 666 
3 Zero 6 Lilly Ο. Screens to X-Z Flare 555 
Flare Screens S.P. 28 824 Dia. 666 Rose 
F. 28 Sc. to Y S.P. 28 628 633 Rose L. Zero 88 
RED RIGHT PAIR Sprint @ 8-453 R. 428 B Chec! 
. Pit 21 GT 
Toss 20 D 34 ΗΒ 26 PO Out 
= TP 22 ΝΗ 34 26 G 
J: L 
35 Co T33 pit 22 24 M 26 PO 
ΜΜ G 28 Bob Sup 
RED RIGHT OPPOSITE 
35 Tp Pit 21 GT 
25 Toss 20 D 34 HB 26 PO Out 
35 Co 22 WH 34 26 G 
Pit 22 L 24 M 26 PO 28 Bcb Swp 
37 Bim O T3 
111 @ C Flare 844 Wide 
О. ë | Flare 272 Up Х-Ү Delav 
2. 9° A (8) Scot 368 
"onere dui, ` S.P. 28-794 
Kev 555 A Wide 
666 Lilly 
G33 Lilly 


Zero 73 Lilly 
286 Lilly 


Cn 


I RIGHT 


T 26 PO 
266L 
P 26 
P 27-0 L20 Tn 36G 28 Veer 
C025R L20 Bam 36X 28 Toss 


O OOLJOOO 
21 О uu О 


R 428 B Check 


633 Rose 
626 Lilly Q 666 Rose 
S.P. 25-699 O S.P. 24-824 Dia. 
S.P. 25 Waq. 433 S.P. 24-628 


I RIGHT PAIR 


T 27 PO 
27 CL L 20 TN 26 CL 28 Toss 
P 27 L 20 Bam Р 26 28 Veer 


VR EU 


° 
ы 


I RIGHT OPPOSITE 


T 26 PO 
ᾱα CO 25 R — i n 26 CL 28 Toss 
P 26 28 Veer 


O OQOLIOOO 
ολ Q S.P. 24-794 


286 Lilly C) 


666 Lilly 


zero 72 Lilly () 


De LII 


BROWN RIGHT 


D 30 
P 30 
L 20 Bam 34 J 
P 35 T L ο TH 34 M 
s 39 D 25 HB S 20 36 G 
Toss 39 s 35 20 F P 35 36 X 


O φομ ος 
Q. 101 O L. Zero 88 O 


Q. 606 Flare 814 B Alley-Wide 
Key 748 A Wide ® С) Firm 989 
Flare 438 A Wide-Sne Flare 989 B Cross/Sneak 
626 Lilly 633 Rose 
S.P. 35-699 666 Rose 
P. 30 Drive 208 S.P. 28-824 Dia. 
S.P. 35 428 S.P. 35 Wag. 433 
Flare 555 
BROWN RIGHT PAIR 
D 30 
P 30 
L 20 Bam 
L 20 Tn 
36 G P 35 T ` 520 34 J 36 G 
36 X D 25 HB :20F p 34 M 36 X 


OOOBOOO 
O O 
Ou e 


BROWN RIGHT OPPOSITE 


D 30 
P 30 
L 20 Bm 
P35 T L 20 Tn 34 J 
S 39 D 25 HB 520 34 M 366 
Toss 39 5 35 20 F P32 36X 


° QOLTOQOO 
O : © R Zero 88 


z 5 S.P. 28 794 
Key 555 A Wide O è 286 Lilly 
Quick # 111 
Zero 73 Lilly 
666 Lilly 
633 Lilly 


GREEN RIGHT 


L 34 M 


@ QOLIOO® 
626 Lilly a © 


666 Rose ©, S.P. 34-904-A Shoot 
633 Rose L Zero 88 

Fly. 555 

Sprint at 8-453 


GREEN RIGHT PAIR 


OOOLIO OO 
Q e 


O © 


GREEN RIGHT OPPOSITE 


L 34 M 


© QOLIOOQO 
( O Scot 368 


R Zero 88 
Zero 73 Lilly C) O 
633 Lilly 


286 Lilly 


DEUCE LEFT FAKF ZOOM 


29 Veer 25M 21 Club 


200E 2 20 
1ελ----- b 5.5, 24 Wag. 670 (х) 


© 


DEUCE LEFT CLOSE ZOOM 


OOODooo 
- 09 


Flare 972 Z Delay 


@ 
@ 


DEUCE RIGHT SHIFT JFT 


25 Slant 26G 


© ΟΟΠΟΟΘ. 
- € 3- 


`. * 
το. — =< = oad 


-- 
. 
PL сет 3 


Flea Flicker Key Lt.972 Z Delay 


DEUCE LEFT CLOSE 


29 Veer 27G 25M 23 


COCO ΘΟ 
© O 


DEUCE RIGHT ZOOM 


Statue at 9 25M 24 28 Veer 


Φοοσοποοςφ 


Lo 9 Lilly 


© 


DEUCE LEFT ZOOM 


29 Veer 210 Draw 26 Slant 


οσο 69 


© 


DEUCE RIGHT A SEIFT JET 


Fake 25 Reverse at 8 


e OOLIOOQO 
ы Coa asnon 


Boot at 9-624 Xx GO 


© 


DEUCE LEFT FAKE TOM 


ο TIES? 
Dash at 9-436 C0 


.. 
9 9 
. 


DART RIGHT 


20 Q. Draw 
22 


o OOLIJO O0 
τ O 


Lo 3 Lilly Lo Q. 606 


DIG RIGHT 


26G 28 Veer 


@ ΟΟ ο ὢ 
G—— О 

то О. 606 : 

Key Lt. 209 Up-X Fake Delay 


(8) 


DIG RIGHT SHIFT 


© oonooo 
ыл ъз. MU ком 


@ 


TWIN LEFT 


Jab 29 BOB Sweep F 25 B Rev. at 8 
29 TG 27G 24 CT'ER 


J s... @ 
© 2 2 


Scott Zero 33 B Wide (T.T.) 
Flare 525 Up-Y Delay 

929 B Cross-Trall 

Scott 438 B Arrow (a) 
Flare 989 B Cross/Sneak OH 
Flare 787 Wide OH 

Quick 606 HS 

Dash at 9-436 


FL 499 A Wide OH (Y CK. SNEAK 2) 


TWIN LEFT ZOOM 
29 Veer 24 CT.ER 
OOOLIOO © 
@ ° 


- — Flare 499 A Wide OH 
Scot 575 B Delay Flare Sc. Rt to A OH 


Flare 787 Wide OH Dash at 9 Sc. Rt to A 
Flare 989 B ο. OH L 708 A Wide 


TWIN RIGHT MOTION 


20 G.I. Fold 
22 Joker 23 Veer 
22 24 28 Bob Sweep 


© OOLIJOO(!0O 
ο νο NECEM 6) 


Fl. 972-2 Delay OH 


Fl. Sc. Lt A Back OH Pl. 972 F. Delay OH 

S.P. 24 989 OH (B SNEAK) (a) Scot 979 B F. Delay 

Fl. 989 OH Scot 844 B Wide 

PL. 737 Wide OH Fl. 989 B Cross/Sneak OH 
Scot 939 B Delay-Up Scot 6 Fake Zero 6 B Center 
Scot 636 B Arrow Scot 525 Up-Y Delay 

R708 A Wide Dash at 8 472-Z Fake Delay 


R909 A Post (T.T.) Scot 686 B F. Delay 


TWIN RICET_ SHIFT 


F-24 B Rev. at 9 


© ο 


F. Sc. Lt A-OH 


@ 


TWIN RIGHT SHIFT FAKE ZOOM 


- οοποοῦ 


Flare 972 Fake Delay CH 


O 


TWIN RIGHT SHIFT ΜΟΤΙΟΝ 


© οοποοῦ z 


R 708 A WIDE 
TWIN RICET MOTION 
Р.25Т 22 24 28 Veer 


© жаша 
ος а ы 


626 Lilly 665 Rose 


© 


F.25 9. Outside Sc to Z 


e 


TWIN RIGHT SHLET FAKE JET 


28 Veer 


@ ,oogooe © 
ων E у; 


ο ο SG: πο 


Dash at 8-472 Z Fake Delay 


TWIN LEFT ZIN 


29 т.с. 


s om οί @ 
Ὁ)... © O 


@ 


TWIN RIGHT SHORT. JET 


24 M Lead 


© Φα η ο ος 
F. 24 Q. Sc. X O κί» ©) 


S.P. 24-428 OH 


TWIN LEFT TOM 


© om qe 6) 
μμ μιν 


Fl. 787 Wide OH 
Dash at 9-436 


Dash at 9-Sc. Rt to A A 


@—— 


Scot 844 Wide 
Dash at 9-Zero 47 


Dash at 9-436 б) 


TWIN LEFT BIN 


29 Το. 25 


DJJ 
O 


TWIN LEFT FAKE JET 


ο TOO 
Cri C) 


Scot 686 B Fake Delay 
TWIN RIGHT B SHIFT SHORT JET 


22 Sucker Wham 
24 ML 


ΟΟΠΟΟΦ. 


© 


TRIPS RICHT 


6 | οοποο © 
Eu. " A9 © 


Key Lt. 772 A Post Scot 737 B Up (Y G.O.) 


Max 989 б) Scot 637 B Up (Y G.O.) 
Max 989 P.U. Scot 834 B Center 
El. Së. Lt. to A Fl. 787 Wide 


Fl. 844 Wide 

Fl. 989 B Cross-Sneak 

Scot 633 B Up 

Scot 272 Up X-Z Delay (Fake Delay) 
Scot 55 Picks 

Scot 55 Fake Pick 


TRIPS RIGET TOM 929 B Cross/Trail 


© ο IC) @ 
Q 


ne 


(ο Scot 834 


TRIPS RIGHT ZOOM 


Q Scot 272 X-Z Delay 


TRIPS RIGHT SHIFT 


TROT EIGHT BIN 


20 Q. Draw 28 T.G. 


© ΟΟΠΟΟΦ 
n O ο © Φ 


p 
E ος i ne Fl. 989 Dbl Cross OH 
in елы ο Fl. 787 Wide OH 


ΤΣ бо S.P. 24-989 OH (B Ck Cross) 


Scot 787 Wide της 
. I : Fl. 972 F. Delay OH 
Fl. 499 A Wide OH(Y Ck. 2) 929 B Cross-Trail 


Scot 939 B Delay-Up 
Scot 636 F. Delay 


TROT RT FAKE BIN 


20 G.T. Fold 


© OOLIOOe 
O Ὁ Ὁ 


TRIPS RIGHT ΜΟΤΤΟΝ 


@ JGG © 
Ce ο ο ο 


Dash at 8-402-B Flag 


©) 


TREY LEFT 


e... 
Ὁ © CO 


Ө; 


TREY RIGHT 
Jab 24 
27 G 23 F 29 Z Rev 8 
29 Veer 25 Sl 20 Club 


ο Ὁ ο“ Ὅς 
@ @ ο 


Lo 76 A Stop Lilly 
Lo 33 A Stop Lilly 


F 24 Q. Sc. to Z (с) 


TREY LEFT ZOOM 


F 24-X Rev at 9 


ΘΟΟΓΠΟΟ 
0. ο 9 9 


Dash at 8-Sc Lt to B 


F 25 Q Outside Sc to Z 
P 26-072 Arrow 


TREY LEFT ZOOM 


29 Veer 


MASQUE 24 28 Veer 


Φοῦποοςφ 
@ O @ 


@ 


TREY LEFT SHIFT - ZIN 


νΦΟΘΞΘΟ,. Ὁ 


Key Right 099 A Fake Delay 
Dash at 8-472 Fake Delay 


TREY LEFT MOTION 


24 


ООШ © 
CY ann Co PPP 


FLANK LEFT 


25 Ml 


OOOLIOO 
(5) Scot 368 (© 


Scot 390 
Scot 772 Up B-X Delay 
Fl 844 Wide OH 


299 B ο. 
Scot 370 Y GO 


FLANK LEFT ZOOM 


GOGGI 


Scot 368 


© 


@ 


FLANK RIGHT JET 


28 Veer 
24 Jab 28 GO 


® ΟΟΠΟΟΘ 
 ᾱ----ᾱ------- 


Dash at 9-472 X Fake Delay Scot 368 
Fake 24 Q Sc Lt to Z Scot 399 B Delay 
Dash at 9-072 F Delay O) Scot 370 (T.T.) 


FLANK RIGHT FAKE MOTION 


28 Veer 


ӨЙ ο μα ο 
(2) (л) ES 


FAR RIGHT 


Jab 28 GO 


eo OOLJOOQ 
D. () scot 399 (5 


Scot 399 GO 


Fl 989 B Cross/Sneak OH 


Ὁ Fl 844 OH 


FAR RIGHT JET 


28 Veer 


@ ша ә 
б Ж шышы ue 


Fl 844 Wide OH 


Q 606 Scot 399 GO 
633 Lilly OH Fl 989 B Cross/Sneak OH 
(a) Fake 25-Sc Rt to Y 
Scot 390 


FAR LEFT FAKE MOTION 


Φοοποο 5 
ee Oe © 


989 B Cross/Sneak OH 
Q 606 


@ 


ç s ο 


DEUCE RIGHT 


Statue at 9 


27G Jab 26 G.O. 
29 Veer 28 Veer 
29 Toss 25 Slant 22 24 26G 28 Toss 


© Q OL JOO 
Lo 6 Stop Lilly e» OC Flare 844 Wide 6) 


Lo 9 Lilly Flare 525 Up-YDelX 

Lo 9 Lilly X Delay Flare 744 Wide 

Flare Screen Rt. B Back Flare 272 Up-X-Z Delay 
Lo Screen Lt. B Back Flare 989 

P. 30 Drive 208 (8) Flare 989 B Cross/Sneak 
S.P. 25 Wag. 433 633 Rose 

S.P. 25 699 666 Rose 

S.P. 25 Wag. 433 Y-Z Go Flare 585 


DEUCE RIGHT JET 


20 O Draw 


6) OO OCO) 
© 2 


Lo 7 A Delay/Up 
Lo 614 Alley 
Lo 617 Alley 


Lo 618 Alley (в) 


Lo 3 Lilly 


DEUCE. RIGHT JET 


25 CT'ER 22 
29 Veer 25 Slant 29 Club 


@ ООПОО® 
---ᾱ----ο͵ 8 


Lo Quick 606 632 Pose 


Boot at 9-924 


S.P. 25-428 


0-1 HOLE AND BLOCKING SCHEMES 


BROWN - 20F & 21F 

BROWN - SLANT 20 & 21 
BROWN - PLUNGE 30-31 

BROWN - DIVIDE 30-31 

I - LEAD 20 ἃ 21 TURN 

I - LEAD 20 ἃ 21 BAM 
RED-PITCH 20-1 GT & TOSS 20 


f= 


HOOK I 

s £ D eee pu p Т 

O O 3 
ο. δδοόδο o POBQ6D ο 
HOOK I TAG 2 2n TAG M 

BE SESS or Tes 
o 9998 © |o 008000 ο 
" ET 50 J6 STACK NA 

pup eed l ds. MA Bos e 

y O Š Ó 
" o8p&o O ὁ ὁ οὃ ο 
30 30 HOOK I - FAT 


HOOK I - FAT 


BLOCKING RULES 


v. HOOK I-M- 

^T - HOOK I-M- 

^c - PULL SS 

C = M-BLOCK AWAY 
OFG - M- FOLD - O.P.- 
DET - WALL OFF M.D. 


- CUT CORNER BACK 

- CUT CORNER BACK 

БС 7 LEAD STEP - DRIVE FOR NEAR FOOT OF OC, RUN DAYLITE 

сз - DRIVE FOR ONSIDE GUARD TAIL. BIM OR BUTT, MAX IN AREA, ALERT FAT BLK 


COACHING POINTS 


FORMATIONS: SPLITS: 


USE HOOK I (INFLUENCE) ON EMLOS - CAN GO TO M BLOC ANYTIME - 
HOOK I DRIVE FOR OUTSIDE #EMLOS, WHEN HE REACTS OUT, SLIP TO H 
INSIDE & SHUT HIM OFF - M BLOC THE 50 DEF. 


USE HOOK I (INFLUENCE) EXCEPT VS 50 DEF., GO TO M BLOCKING - 
PLAYSIDE SAME AS T.E.- HOOK I, DRIVE FOR OUTSIDE # OF D.E., WHEN HE 
TACKLE REACTS OUT, LET HIM CROSS YOUR FACE AND SHUT HIM OFF - VS 70E, 
DRIVE THRU FOR INSIDE # OF STUB, DRIVE HIM BACK, SUSTAIN - NO 
CUTS, DRIVE. THEM BY THE HOLE. 


PULL INFLUENCE, TURN UP QUICKLY AND HUSTLE FOR S.S. 


PLAYSIDE 
GUARD 
M BLOC, DRIVE INTO NOSE OR MAC GETTING DOWN THEIR MIDDLE, 
EXPLODE ON CONTACT, SUSTAIN. CAN FOLD 40 DEF., GOT TO GET 
CENTER MOVEMENT ON AWAY BLOC, SUSTAIN IT. 
M BLOC - DRIVE INTO D.T.'S INSIDE #, DRIVE HIM OUT - BUBBLE, 
DRIVE THRU MIDDLE OF LB, DON'T GIVE UP, DOG HIM, DRIVE HIM BY 
OFFSIDE THE HOLE - FOLD YOUR SIDE, DROP STEP, CENTER CLEAR, DRIVE UP 
GUARD GUT FOR MAC, OUICK READ, DRIVE INTO HIM LOW, MOVE HIM, DON'T 


BE THROWN OFF. WILL HAVE TO TAG, THE 90. 


WALL OFF MOST DANGEROUS (M.D.) TAG THE 90, GOT TO BE TITE WIT: 
YOUR GUARD, DOUBLE WITH HIM LONG ENOUGH TO GET JOB DONE ON D.T 
& WILL. 


OFFSIDE 
TACKLE 


1. OPEN TO FB AND REVERSE TO BC 
ο. 2. MAKE A TOKEN FAKE TO FB, THEN REVERSE AROUND & HAND OFF TO 
HB. 


3. SET FOR PASS. 


SHORT LATERAL STEP - ROLL TO HOLE VS 40 KEY OFF GUARD BLOCK 
BALL (FOLD) VS. DT WHO OVER PLAYS AWAY BLOCK BY CENTER ALERT BACK 
CARRIER DOOR HIT VS. ODD FRONT KEY CENTERS BLOCK. 


LEAD STEP FOR ONSIDE GUARDS TAIL, BIM BLK MAN ON L.O $., DO M 
REMAINING LOOSE MAN TO INSIDE. VS BUBBLE BUTT BLOCK BUCK, 
BACK ALERT FOR INSIDE CHARGE BY D.E. YOU AND O.T. FAT BLOCK TECH. 


THIS IS A QUICK HITTING PLAY - SPRINT TO CORNER BACK AND 
SPELT = X ELIMINATE - THIS IS A CUT BLOCK ON CORNER BACK. 


| THIS IS А QUICK HITTING PLAY - SPRINT TO CORNER BACK AND 
FLANKER - Z| ELIMINATE - THIS IS A CUT BLOCK ON CORNER BACK. 


OFFSIDE | 
τσ Να 


NNNM H A—HAH—"—O e 


SLANT 21 


EL ТОЁ 
O O GO 
(FOLD L) 30 | 3ο + (M) 


SLANT 20 
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(1 
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Oe 


O 


40 STACK 


( TAKE ) 


| BLOCKING RULES 
EMLOS TO S.S. - WALL OFF SAFETY 


pr - SHUTOFF - TAKE 

po - M-FOLD - O.P.- 

C s  M-AWAY 

OFG - M-TAG- 

OFT - WALLOFF - WILL-TAG 


@ m CUT THE CORNERBACK 
- CUT THE CORNERBACK 


BC = JAB STEP TO ALLOW FB TO CLEAR, ACCEPT BALL 
RB 7 WALL OFF BLOCK WITH O.F.T. 


COACHING POINTS 


FORMATIONS: SPLITS: 


INSIDE RELEASE - WALL OFF STUB TO S. SAFETY — MAKE EAT CALL IF 
NEEDED - PRIMARY RESPONSIBILITY, KEEP STUB OUT OF PLAY. 


TIGHT 


SHUT OFF YOUR D.E., DRIVE INTO HIM, TURN HIM TO OUTSIDE. NO 
POSITION BLOCK - TAKE BLOC THE 30 AND 950 DEF. BE SURE TO READ 
BUCK, ADJUST ON THE CO TO HIS REACTION, GET DOWN THE MIDDLE OF 
HIM. | 


PLAYSIDE 
TACKLE 


M BLOCK, EXPLODE INTO YOUR D.T.'S INSIDE #, DRIVE HIM TO OUTSID 
NO POSITION, MUST DRIVE HIM OFF L.O.S. - FOLD BLOCK, DROP STEP 
& COME AROUND YOUR OCN, LOCATE MAC IMMEDIATELY, AIM LOW, EXPLOD 
INTO HIS MIDDLE & FOLLOW THRU - TAKE BLOCK THE 30 & 50 DEF.,, 


GET GOOD INSIDE QUT POSITION AND DRIVE HIM i N 
COULD HAVE OPTION PULL ON 90 DEF. IF MAC IS CLOSE +o HIS NOSE W 


PLAYSIDE 
GUARD 


DEPENDING ON SPACING & PERSONNEL, WE CAN M BLOC, FOLD OR TRAP- 
M BLOC MAN ON, GET DOWN THE MIDDLE OF HIM, KNOCK HIM BACK, TAKE 

CENTER HIM THE WAY YOU CAN, B.C. WILL RUN OFF YOU - KEEP FEET, NO BODY 
BLOCS - FOLD (TRAP) DRIVE INTO D.T., MOVE HIM & SUSTAIN. 


"EXPLODE INTO D.T.'S INSIDE #, WORK TO DRIVE HIM TO OUTSIDE, MOV. 
HIM. MAC BLOC IS SO CRUCIAL, NO HESITATION, GET DOWN THE MIDDL.: 


OFFSIDE OF HIM & EXPLODE ON CONTACT, SMOTHER HIM. POS. TAG VS. UNDER IF 
GUARD WILL STACKS BEHIND YOUR D.T. 

WALL OFF WILL WITH YOUR FB. - TAG THE 90 - VITAL TO GET CUT OFF 
OFFSIDE ON LB'ER. 
TACKLE 

πο REVERSE PIVOT TO FB 
QUARTER 2. MEET BC DEEP AS POSSIBLE 
BACK 3. GIVE UNDERNEATH HAND-OFF 

4. FAKE PASS 


TAKE A QUICK JAB STEP AWAY FROM P.O.A. TO ALLOW FB TO CLEAR, 
DRIVE TO FAR LEG OF O.C. EXCEPT BALL, RUN TO DAYLITE. KNOW 
THE TYPE OF BLOCKING BEING USED. 


BALL 
CARRIER 


SPRINT SPOT INSIDE LEG OF PLAYSIDE TACKLE, WALL OFF BLOCK 
REMAINING ALLOW NO COLOR TO CROSS FACE. 
BACK 


THIS IS A QUICK HITTING PLAY SPRINT TO CORNER BACK AND 
SPLIT - X ELIMINATE HIM. THIS IS A CUT BLOCK ON CORNER BACK. 


THIS IS A QUICK HITTING PLAY SPRINT TO CORNER BACK AND 
ELIMINATE HIM, THIS IS A CUT BLOCK ON CORNER BACK. 


ο ath ERRORES μμ ο 


FLANKER -Z 


OFFSIDE 


PLUNGE 31 PLUNGE 30 


40 10 ср i M 
T M ιν μα M - ὃ 
6866 ο o «686468566 
O O Q O 
M £0 TOE M 
55518 ος 
S 5 OO O oo Š Ó m 
TAG 90 90 TAG 
күт yes ety | | 
6606665 o |o οὐ 555 
O О © 
M 50 40 STACK ` TAG 


BLOCKING RULES 


i - EMLOS TO SS - WALL OFF SAFETY 


ST. =- M BLOCK 

SOS e M- DBL. P.S. VS. 30 

C - M- DBL. P.S. VS. 30 

OFG - M - TAG (90 - 40 STK) - DBL P.S. VS. 30 
OFT - WALL OFF WITH HB - TAG 

z, - CUT THE CORNER BACK 

N - CUT THE CORNER BACK 


gC - VE E | š x i T 
PRI VE EDP gC'S HIP ayay FROM CALL (THIS IS "P SERIES) ACCEPT BALL 
RB - WALL-OFF, OR DRIVE ACROSS FORMATION BY GAME PLAN. 


COACHING POINTS 


FORMATIONS: 


SPLITS: 


DRIVE INSIDE # OF EMLOS - KEEP HIM OUTSIDE - SUSTAIN 


DRIVE INTO D.E.'S INSIDE #, TURN HIM OUT - BUBBLE ON YOU, AIM 

SLIGHTLY INSIDE ON LB ON 1ST STEP, THEN ADJUST & DRIVE INTO HIS 
MIDDLE ON CONTACT - IN BOTH CASES, THINK YOU ARE P.O.A. AND ST: 
WITH YOUR BLOC ALL THE WAY. 


PLAYSIDE 
TACKLE 


DRIVE INTO INSIDE # OF D.T., TURN HIM OUT, IF POSSIBLE, IF NOT 
TAKE HIM ANYWAY YOU CAN, SUSTAIN YOUR BLOC VS. 30, BE READY FOF 
DBL. P.S. CALL - ANY BLOC ON LB MUST BE SUSTAINED, STAY ON HIM, 
NO CUT BLOCS 


PLAYSIDE 
GUARD 


M BLOC - DRIVE INTO MAC OR NOSE MAN, MOVE HIM, SUSTAIN CONTACT 
FOLD CALL, DRIVE INTO D.T. (AWAY BLOCK) MOVE HIM BACK. (IF D.T 


CENTER GETS IN GAP, CALL FOLD TO THAT SIDE)-VS. 30 DEF., NOSE STUNTINC 
A LOT, CALL DBL P.S., BE READY FOR NOSE, THEN REACT TO MAC OR 
BUCK DEPENDING ON SLANT OF NOSE - NO CUT BLOCS. 
DRIVE INTO INSIDE # OF D.T., TURN HIM OUT IF POSSIBLE, IF NOT 
OECD TAKE HIM ANYWAY YOU CAN, SUSTAIN YOUR BLOC - VS 30 DEF., BE 
τ READY FOR DBL P.S. CALL - ANY BLOC ON LB OR D.T. MUST BE SUSTAI 


STAY ON HIM. NO CUT BLOCS - VS 90, POS. TAG WITH YOUR OTT. 


WALL OFF WITH YOUR H.B., YOU MUST BLOC MOST DANGEROUS - VS. 90 
USE TAG WITH YOUR GUARD IF WILL IS IN STACK POSITION, KEEP EYES 
ON AS YOU MOVE DOWN ON D.T. WITH YOUR GUARD, IF HE GOES INSIDE 
QUICKLY, THINK OF GETTING ON D.T. ALONE. 


OPEN PIVOT TO THE FB AND GAIN DEPTH. 
GET BALL DEEP TO FB. 

IF HB COMES ACROSS, FAKE TO HIM 

SET FOR PASS. 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BOM r2 


DRIVE FOR OC'S HIP AWAY FROM CALL - OFFSIDE TO ONSIDE. ACCEPT 
BALL RUN DAYLITE. C.P. = DON'T GET TO WIDE ON LEAD STEP. QB 
WILL FEED YOU BALL AS DEEP AS POSSIBLE. 


BALL 
CARRIER 


WALL OFF, OR DRIVE STRONGSIDE ACROSS BACKFIELD, YOUR ASSIGNMEN 


REMAINING WILL BE SET BY GAME PLAN. C.P.= [К YOU ARE ON WALL OFF BLOCK. 
BACK SUSTAIN, PLAY MAY BOUNCE. 

THIS IS A QUICK HITTING PLAY - SPRINT TO CORNER BACK AND 
SPLIT X ELIMINATE HIM. THIS IS A CUT BLOCK ON CORNER BACK. 


THIS fS A QUICK HITTING PLAY - SPRINT TO CORNER BACK AND 
ELIMINATE HIM. THIS IS À CUT BLOCK ON CORNER BACK. 


FLANKER - Z 


OFFSIDE 


PALE TNT 


DIVIDE 31 οσα 


364865 O ο S 


30 40 STACK TAG‘ COG 


BLOCKING RULES 


Y - E.M.L.O.S. (ALERT LIGHTENING FORCE) - CLUB 
DT — M BLOC - CLUB 

B. x M BLOC 

7 - M BLOC - CLUB 

QUEE. 5 M BLOC - TAG 

OFT = WALL OFF 


= CUT THE CORNER 

= CUT THE CORNER 
pe -S7 =: 
BC o7 LEAD STEP FOR P.O.A., RUN DAYLITE 
RB 5 WALLS = WEAKSIDE, ACROSS STRONGSIDE 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


COACHING POINTS 


SPLITS: 


DRIVE INTO EMLOS INSIDE 5 KEEP ИТМ TO OUTSIDE - LIGIITENING 
FORCE SHOWS, SHIFT TO 2ND LAYER - VS 30 DEF, "CLUB" BLOC CAN 
BE USED (BY SCOUTING REPORT) 


DRIVE INTO D.E.'S INSIDE #, TURN HIM OUT - BUBBLE ON YOU, AIM 
SLIGHTLY INSIDE ON LB ON 1ST STEP, THEN ADJUST & DRIVE INTO HI 
MIDDLE ON CONTACT - IN BOTE CASES, THINK YOU ARE P.O.A. AND 
STAY WITH YOUR BLOC ALL THE WAY - VS 30 DEF " CLUB" BLOCK CAN 
BE USED (BY SCOUTING REPORT) 


DRIVE INTO INSIDE # OF D.T., TURN HIM OUT, IF POSSIBLE, IF NOT 


TAKE HIM ANYWAY YOU CAN, SUSTAIN YOUR BLOC - VS. 30, be ready 
for dbl. p.s. call - ANY BLOC ON LB MUST BE SUSTAINED, STAY ON 
HIM, NO CUT BLOCS. 


M BLOC - DRIVE INTO MAC OR NOSE MAN, MOVE HIM, SUSTAIN CONTACT 
FOLD CALL, DRIVE INTO D.T. (AWAY BLOCK) MOVE HIM BACK. (IF D.T 
GETS IN GAP, CALL FOLD TO THAT SIDE). VS 30 DEF, NOSZ STUNTING 
ALOT, CALL DBL P.S., BE READY FOR NOSE, THEN REACT TO MAC OR 
BUCK DEPENDING ON SLANT OF NOSE - NO CUT BLOCS - ALSO VS. 30 D 
"CLUB" BLOCKING CAN BE USED (BY SCOUTING REPORT). 


DRIVE INTO INSIDE # OF D.T., TURN HIM OUT IF POSSIBLE, IF NOT, 
TAKE HIM ANYWAY YOU CAN, SUSTAIN YOUR BLOC - VS 30 DEF, BE REA. 
FOR DBL. P.S. CALL- ANY BLOC ON LB OR D.T. MUST BE SUSTAINED, 
STAY ON HIM.  NO,CUT BLOCS - VS 20, POS.TAG WITH YOUR OTT. 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SPLIT - X 


FLANKER - Z 


OFFSIDE ` 


CUT BLOCK. ` 


WALL OFF WITH YOUR H.B., YOU MUST BLOC MOST DANGEROUS - VS 90, 
USE TAG WITH YOUR GUARD IF WILL IS IN STACK POSITION, KEEP EYE 
ON AS YOU MOVE DOWN ON D.T. WITH YOUR GUARD, IF HE GOES INSIDE 
QUICKLY, THINK OF GETTING ON D.T. ALONE. 

1. OPEN TO BC 

2. GET HAND - OFF AS DEEP AS POSSIBLE 

3. SET FOR PASS 


LEAD STEP FOR INSIDE LEG OF OG TO CALL SIDE ACCEPT BALL RUN 
TO DAYLITE. 


“LEAD STEP FOR INSIDE LEG OF O.F.T. WALL OFF BLOCK, DON'T ALLO: 


ANY ONE TO CROSS FACE. 


THIS IS X FAST HITTING. PLAY. YOU ARE RESPONSIBLE TO ELIMINATE 
THE CORNER BACK YOUR SIDE. GET TO HIM AS QUICK AS POSSIBLE 


νο CUT BLOCK; 


THIS IS A FAST HITTING PLAY. YOU ARE RESPONSIBLE TO ELIMINATE 
THE CORNER BACK YOUR SIDE - GET TO HIM AS QUICK AS POSSIBLE A! 


LEAD 21 TURN LEAD 20 TURN 


BLOCKING RULES 


OUT RELEASE SS 
TURN BLOC 


TURN BLOC 

TURN BLOC - COVERED, M BLOC 
M - TAG - P.S. 

SINGLE WALL OFF - TAG 

CUT THE CORNER BACk 

CUT THE CORNER BACK 


E STEP CROSSOVER - SpRINT SPOT NEAR LEG OF ONSIDE GUARD RUN 


LEAD ST 

DAYLITE. : | _ 
SPRINT SPOT LEG OF CENTER TO CALL SIDE. BAM BLOCK, lst INSIDE 
BACKER TO CALL SIDE. 


COACHING ΡΟΙΝΤς 


FORMATIONS : SPLITS: 


RELEASE OUTSIDE OF STUB OR D.E. TO STRONG SAFETY ç STALK & 
TIGHT BLOC HIM. 


END 

| | κ ο... s 

TURN BLOC OUTSIDE & BLOC EMLOS FROM INSIDE - OUT ANGLE - KEED 
PLAYSIDE HIM TO OUTSIDE, DON'T LET HIM WORK UPFIELD, SMOTHER HIM. 
TACKLE 

TURN BLOC OUTSIDE & BLOC #2 MAN FROM NOSE WITH INSIDE — OUT 

ANGLE - DRIVE HIM OUT - STAY ALL OVER HIM - DON't LET HIM WORK 

PLAYSIDE A 
GUARD 

COVERED, DRIVE BLOC THE NOSE - AIM TO ON # - EXPLODE ON CONTACT 

MOVE HIM, SUSTAIN IT. UNCOVERED, TURN BLOC D.T. - AIM SLIGHTLY 
CENTER IN FRONT OF HIS NEAR HIP, EXPLODE ON CONTACT, DRIVE HIM AWAY 

FROM HOLE, SUSTAIN BLOC. 

DRIVE FOR INSIDE # OF D.T., DRIVE HIM AWAY FROM HOLE, SUSTAIN 
ος. BLOC - TAG BLOC WILL BE RUN VS. 90 & 40 STK DEF. - VS 30 DEF, 

POWER SNAPPER (P.S.) WITH OCN ON NOSE. 
GUARD 

SINGLE WALL OFF, (BLOC M.D.) - TAG THE 90 & 40 STK DEF - VITAL 
OFFSIDE YOU WORK GOOD SHUTOFF TECH. - DON'T LET PURSUIT STOP THE PLAY. 
TACKLE 

1. BROWN FORMATION - REVERSE TO BC - ROLL OUT OF P.O.A AREA - 
QUARTER HAND OFF 
BACK 2. I FORMATION - OPEN TO BC - GET BALL DEEP 

3. FAKE PASS 

SPRINT SPOT NEAR LEG OF GUARD, BROWN FORM. LEAD STEP CROSS-OVER 
BALL GAINING GROUND, WE ARE TURN BLKING CALL SIDE, I FORMATION 
CARRIER EXPLODE NEAR LEG ONSIDE GUARD. RUN DAYLITE. 


SPRINT SPOT ~ LEG OF CENTER TO CALL SIDE BAM BLOCK FIRST INSIDE 
REMAINING BACKER TO CALL SIDE, DO NOT CUT, BE ALERT FOR RUN THROUGH. 
BACK 


THIS IS A QUICK HITTING PLAY. SPRINT TO THE CORNER BACK AND οἱ” 
SPLIT =- X BLOCK THE CORNER BACK. , 
е ү a 
5 UK YT . 1 4 А 5 NT T D . 2 z 4 a N 
FLANKER -Z THIS IS A QUICK HITTING PLAY, SPRINT TO THE CORNER BACK AND 
CUT BLOCK THE -CORNER BACK. 


OFFSIDE 


mYr mrm 


LEAD 21 BAH 


LEAD 20 BAM 
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BLOCKING RULES 
- SHUTOFF STUB 
- M ELOC 
- COVERED, ti BLOC - UNCOVERED, VISE NOSE WITH OCK - DBL P. 
- COVERED, POST BLOC - UNCOVEPED - VISE AWAY (PAL) 
^ COVERED, POST FOR OCN (PAL) UNCOVERED VISE NOSE WITH OCN 
*- wepüc OPP DE TO WILL (М.р.) TAC THE 90 5 40 STK 
> CUT BLOCK THE CORNER БАСК 
^ CUT BLOCK THE, CORNER BACK 
ü PRINT SPOT - PLAYSIDE LEG OF OC, ACCEPT BALL - READ TO 


GIRI 
DOOR. 


e 


“We 


DBL P 


COME BACK 


COACHING POINTS 


FORMATIONS : SPLITS: 


SLAM STUB TO OUTSIDE. IF HE FIGHTS BACK TO INSIDE, 
IF HE LOOSENS TO OUTSIDE, RELEASE D.F. FOR S.S. 


STAY ON HIS 


M BLOC YOUR D.E. - DRIVE INTO INSIDE £, KEEP HIM TO OUTSIDE. 
SUSTAIN POSITION - 50 DEF. BLOCK D.T. ON YOU, HE'LL BE MORE 
INSIDE CONSCIOUS, ANTICIPATE IT. 


PLAYSIDE 
TACKLE 


M BLOC MAN ON YOUR ITEAD - DRIVE INTO INSIDE š, KEEP EIM TO 
OUTSIDE, SUSTAIM BLOC, YOU ARE P.O.A. - BUBBLE ON YOU, DOWN 
BLOC THE NOSE WITH YOUR OCN. ALERT SPIM BACK - ALLOU NO 
FORVARD PENETRATION. 


PLAYSIDE 
GUARD 


BLOC AWAY FROM HOLE WITH OFF CUARD,VISE D.T. - SUSTAIN - ALERT 
FOR SPIN BACK, ALLOW NO FORWARD PENETRATION. VISE THE NOSE 
WITH BUBBLE GUARD ON 90 - VS 30 DEF, RUN DBL. POWER SNAPPER 
WITH BOTH GUARDS. 


CENTER 


EVEN DEF, POST FOR OCN, PUN VISE BLOCK, GIVE HIM A RIDE THEN 
LOOK TO COME OFF FOR WILL OR D.E. - WILL TAG THE 90 DEF AND 
DBL. POWER SNAPPER THE 30 DEF., LOOK TO COME OFF FAIRLY 

OUICK FOR MAC. 


OFFSIDE 
GUARD 


SHUT OFF D.E. TO WILL, ELOCK M.D. - VS. 90 RUN TAG WITH YOUR 
GUARD - VS 40 STK, STEP DOWN TO WORK TAG BUT KEEP WILL IN 
SIGETS, IF HE GOES INSIDE, CONCENTRATE ON D.T. 


OFFSIDE 
TACKLE 


1. REVERSE TO EC - ROLL OUT OF P.O.A. AREA - HAND OFF 
2. I FORMATION - OPEN TO EC - GET BALL DEEP - HAND OFF 
3. FINISH ACTION BY FAKING PASS. 


QUARTER 
BACK 


SPRINT SPOT = PLAYSIDE LEG OF CENTER ~ VS EVES FRONT FAVOR 
CENTERS TURN BLOCK, VS ODD FRONT FAVOR PLAYSIDE GUARDS TURN 
BLOCK, RUN DAYLITE. 


BALL 
CARRIER 


ρα. νο eso a ο... 

-— SPRING SPOT - PLAYSIDE LEG OF CENTER - BAM ELOCK 1ST INSIDE 
REMAINING BACK OR TO CALL SIDE. DO NOT CUT - DO NOT CHOOSE A SIDE YOU 
BACK MUST ATTACK HIM IN MIDDLE. 

We HE a ысы 

s | THIS PLAY GOES UP TUE MIDDLE OF LINE. SPRINT TO THE 

SPLIT - Š CORNER EACK AND CUT BLOCK HIM. 


THIS PLAY GOES UD TUE MIDDLE OF LIKE. SPRINT? TO THE -CORNER 


ANKER < 2 
ο. ο Sun CUT: BLOCK HIM. 


OFFSIDE 


μαμα... у. 10% 


BLOCKING RULES 


ae PLAYSIDE - EAT I - X I - OFFSIDE - SLAM STUB TO OUTSIDE, RELEASE D.F. FOR S.S. 
>r n EAT I - XI - M BLOC - PULL ON GTI. 


M ug M BLOC - PULL ON GTI - COG THE 40 STK. 

E M BLOC - FOLD - P.S. - COG 

E M BLOC - FOLD - P.S. - TAKE - TAG. 

XT - SINGLE WALL OFF OPEN SIDE - SHUT OFF CLOSED SIDE - TAKE - TAG. 


Ἂ - CUT THE CORNERBACK 
- CUT THE CORNERBACK. 


ο... = 
aw 5 SPRINT SPOT - HEAR LEG CENTER - SLIGHT LATERAL STEP TO ALLOW OB TO GET AROUND. 
z3 "5 SPRINT SPOT - SIDE LINE DRIVE HARD ACCEPT QB'S FAKE, ALERT FOR WALL OFF 


TECHNIOUF ΒΥ GaMF PLAN. 


COACHING POINTS 


FORMATIONS: SPLITS: 


Т ON SOME DEFENSES - CAN ALSO USE X T 


PLAYSIDE: CAN USE INFLUENCE BLOCK EAT 


TIGHT BLOC - EAT I, Y MUST BLOCK DOWN ON D.E. & SLIP HEAD TO INSIDE AS OTT GOES 
END THRU FOR STUB - X I, SAME DOWN BLOC TECH, BUT NO HELP FROM OTT AS HE PULLS, 
ET HEAD IN FRONT ἃ WORK TO HIS INSIDE - M BLOC 70E DEF - OFFSIDE: WALL OFF 

WE CAN M, EAT I & X I BLOC THIS PLAY - SCOUTING REPORTS WILL DICTATE - EAT 
PLAYSIDE IS THE SAME AS EAT, SLAM DE INSIDE SLOW RELEASE TILL Y CAN GET HIS HEAD ACRC 
TACKLE THEN WORK THRU FOR STUB - XI, PULL ON STUB. LET HIM RELEASE OUT, DRIVE HIM 

OUT & STAY ON HIM - M BLOC, DRIVE INTO INSIDE #, DRIVE HIM OUT - SUSTAIN. 

M, GT & COG WILL BE USED TO BLOC THIS PLAY - M BLOC THE 40, 70E, 90 & 30, 

| DRIVE FOR INSIDE #, ΜΟΝΕ HIM, SUSTAIN GT I IS ΑΝ INFLUENCE PULL & WILL BE 
PLAYSIDE CALLED - COG WILL USED VS. 40 STK - BLOCS WILL BE SET BY SCOUTING REPORT ἆ 
GUARD FILM STUDY. 

BASIC M BLOC FOR 0-1 PLAYS WILL BE USED - ALONG BLOC NOSE OR MAC, DRIVE INTC 

MIDOLE, MOVE HIM, SUSTAIN, YOU ARE POA - WILL HAVE TO COG 40 STK & P.S. THE 
CENTER 30 WHEN PLAY IS RUN TO TE SIDE. 

M, TAG (WS) P.S., FOLD, O.P. & TAKE BLOCS WILL BE USED BY YOU. ALL WILL BE 
лын SET BY FILM STUDY & SCOUTING REPORT. TAKE, MUST GET GOOD IN-OUT ANGLE, FACE 
ο... FOR NEAR HIP, DRIVE HIM OUT - FOLD MUST BE LOW & DOWN MIDDLE ΟΕ MAC, YOU ΑΡΕ 

P.0.A. - FOLD THE 90 IF NOSE IS COMING HOME - TAG & P.S. HAVE TO BE BLOCKED 

WELL AS YOU ARE P.0.A. 

SINGLE WALL OFF ON OPEN SIDE MUST BLOC M.D. - TAG THE 90 & 40 STK, GOT TO B£ 
OFFSIDE LCNGER & BETTER AS YOUR P.0.A. - T.E. NEXT TO YOU, WORK NORMAL SHUT OFF BUT 
TACKLE BUBBLE ON YOUR GUARD THE TAKE BLOC WILL BE USED FOR CUT BACK POSSIBILITY, LE 


GUARD CLEAR, GET IN MIDDLE OF LB. 


SERIES DICTATES BALL HANDLING 

TOSS ACTION. REVERSE TO FAKING BACK, THEN HAND BACK TO BC 
PITCH ACTION - OPEN OUT TO FAKING BACK, THEN HAND BACK TO 8C 
NO SERIES CALL, OPEN TO BC, HAND OFF - FAKE PASS. 


QUARTER 
BACK 


ж» боо го — 


SPRINT SPOT - NEAR LEG OF CENTER - SLIGHT LATERAL STEP TO ALLOW QB TO GET 
AROUND, VS ODD KEY NOSE VS. EVEN ALERT R-OR-L CALL, RUN DAYLITE. 


BALL 
CARRIER 


SPRINT SPOT - SIDELINE ORIVE HARD ACCEPT QB'S FAKE, ALERT FOR WALL OFF 
TECHNIQUE WHEN ON WEAK SIDE BY GAME PLAN. 


REMAINING 
BACK 


THIS IS A QUICK HITTING PLAY, SPRINT TO THE CORNER BACK AND CUT BLOCK HIM. 


THIS ISTA QUICK HITTING PLAY, SPRINT TO THE CORNER BACK AND CUT BLOCK HIM. 
FLANKER eZ | 


OFFSIDE 


2-3 HOLE AND BLOCKING SCHEMES 


BROWN - P 32-33 
RED - TOSS 32-33 (WK) 
RED - PITCH 22-23 


RED - 22-23 WHAM 


P33 P32 


JOKER MARY 


BLOCKING RULES 
SLAM STUB - INSIDE RELEASE, S.S. 


CALL BLOCKING - ODD - EVEN - MARY - CAT - JOKER - M 
(AUTO ODD) : 


TRAP - M BLOC 

WALL OFF MOST DANGEROUS 

CUT BLOCK THE CORNER BACK 

CUT BLOCK THE CORNER BACK 

SPRINT SPOT - OFFSTDE LEG OF CENTER, STAY TIGHT, RUN DAYLITE 
PLUNG SERIES, ACROSS BACKFIELD, OTHER ASSIGNMENTS BY GAME PLAN. 


COACHING POINTS 


FORMATIONS : 


SPLITS: 
INSIDE RELEASE - WALL OFF, STUB, STAY ON HIM IF HE PLAYS YOU 
TIGHT TOUGH - IF HE GOES OUTSIDE, RELEASE FOR S.S. PRIMARY RESPONSI- 
EAD BILITY. KEEP STUB OUT OF PLAY. 
ODD CALL, TURN D.E. OUTSIDE - EVEN CALL, GO QUICK & SHALLOW TO 
PLAYS IDE BLOCK MAC, GET HEAD IN FRONT, DRIVE HIM AWAY FROM HOLE - D.E. 
TACKLE HEAD UP (TITE 3 POSITION) BUBBLE YOUR SIDE. MAKE JOKER CALL, 


TURN HIM OUT. BUBBLE YOUR SIDE, D.E. IN 4 POS., HEAD FAKE, GO 
BLOC MAC. 


ODD CALL, BLOCK MAC (MIGHT HAVE TO USE HEAD FAKE TO GET THRU) 
EVEN CALL, SHOW PASS OR DROP STEP PULL, TURN OUT ON D.E. - 
UNCOVER PAL PLOC NOSE WITH OCN OR BLOC NOSE ALONE WHEN MARY OR 
CAT CALL MADE BY YOUR OCN. 


PLAYSIDE 
GUARD 


UNCOVERED, BLOCK AWAY ON D.T., MOVE HIM, YOUR P.O.A. - NOSE МА: 
FIRE INTO MIDDLE #, MOVE HIM - MARY ἃ CAT CALL - WHEN COVERED i 
CENTER ANOTHER DEF. LINEMAN COVERS TRAPPING GUARD BLOCK AWAY ON D.T. € 
STACK LB'ER - M BLOC CALL IF MAC MOVES UP REAL TITE ON YOUR 
HEAD - RESPONSIBLE FOR ODD, EVEN, MARY, CAT CALL. 


———————  ————————— ο μι πμ”... 
TRAP D.T. INSIDE - OUT, EXPLODE ON CONTACT, WORK UP THRU HIM. 
OFFSIDE MOVE HIM, SUSTAIN - JOKER CALL CHANGES YOUR TRAP TO INSIDE LB'E 
GUARD SWAPPING ASSIGNMENTS WITH PLAYSIDE TACKLE - JOKER PULL, MIGHT 
HAVE TO PULL AROUND OTT TO GET TO LB'ER - HAVE TO READ ON GO. 


Eee 


SHUTOFF D.E. - CAT CALL. WILL HAVE YOU SEALING OFF A DEF. 
OFFSIDE LINEMAN TO YOUR INSIDE (OCN MAKES CALL) MARY CALL PUTS OCN ON 
TACKLE 1ST LINEMAN AWAY FROM HIS NSOE, YOU'LL BLOCK #2 MAN, ON OR OFF 


= M.D, BLOC STOPS PURSUIT. 
BACKFIELD SERIES DICTATES BALL HANDLING. 
TOSS SERIES - REVERSE OUT TO FAKING BACK-HAND BACK TO BC - 


l. 
2. 
FAKE PASS 
3. PITCH SERIES - OPEN OUT TO FAKING BACK - HAND BACK TO BC - 
4. 


QUARTER 
BACK 


FAKE PASS. 
PLUNGE SERIES - OPEN TO FB - HAND OFF - FAKE PASS. 


SPRINT SPOT - OFFSIDE LEG OF CENTER, DON'T GET TOO WIDE. KNOW 


BALL THE TYPE OF BLOCKING IS BEING USED. RUN DAYLITE. 
CARRIER 

PLUNG SERIES, SPRINT ACROSS BACKFIELD. ANY OTHER ASSIGNMENT 
REMAINING BY GAME PLAN. 
BACK 


| THIS IS A TRAP PLAY UP ΤΗΕ MIDDLE. SPRINT το THE CORNER BACK 
SPLIT - X AND CUT DLOCK HIM. 
——— n. R  ——DsPs—S _ —  . i — . .  _ € 
στι c x N ΄ i r τ ‹ Ἡ S i OK 
FLANKER - Z THIS IS A TRAP PLAY UP THE MIDDLE. SPRINT TO THE CORNER BAC 
AND CUT BLOCK HIM. 


^. OFFSIDE 


πλ ToC ET ram 


TOSS 32 (WK) TOSS 33 (WK) 


BLOCKING RULES 


ES - SHUTOFF STUB TO S.S. 


κ.) 
-) 
' 


CALL BLOCKING - ODD - EVEN - MARY - CAT - JOKER - M 
го. ® (AUTO ODD) 


C = 

OFG - TRAP - M BLOC 

OFT - WALL OFF 

- CUT BLOCK THE CORNER BACK 

X - CUT BLOCK THE САЕН BACK 

GB 5 ш 

EC = SPRINT SPOT - NEAR LEG OF CENTER. = SLIGHT LATERAL STEP DRIVE FOR ΗΟΓΕ 
= RUN DAYLITE vds | 

EB = SPRINT SPOT - SIDE LINE = OPEN - DRIVE HARD, ACCEPT TOSS FAKE. 


COACHING POINTS 


FORMATIONS: | 


SHUT OFF STUB TO S.S. 


SPLITS: 


TIGHT 


ODD CALL, TURN D.E. OUTSIDE - EVEN CALL, GO QUICK & SHALLOW TO 


PLAYSIDE BLOCK MAC, GET HEAD IN FRONT, DRIVE HIM AWAY FROM HOLE, D.E. ΗΕ 

TACKLE UP (TITE 3 POSITION) BUBBLE YOUR SIDE. MAKE LOUD JOKER CALL, 
TURN HIM OUT - BUBBLE YOUR SIDE, D.E. IN 4 POS., HEAD FAKE. GO 
BLOC MAC - 90 DEF., CUT OFF WILL. 


ODD CALL, BLOCK MAC (MIGHT HAVE TO USE HEAD FAKE TO GET THRU) 


PLAYSIDE EVEN CALL, SHOW PASS OR DROP STEP PULL, TURN OUT ON D.E. - 
GUARD UNCOVERED, PAL BLOC NOSE WITH OCN OR BLOC NOSE ALONE WHEN MARY 

OR CAT CALL MADE BY YOUR OCN. 

UNCOVERED, BLOCK AWAY ON D.T., MOVE HIM, YOUR P.O.A. NOSE MAN, 

FIRE INTO MIDDLE 5, MOVE HIM - MARY & CAT CALL WHEN COVERED & 
CENTER ANOTHER DEF LINEMAN COVERS TRAPPING GUARD, BLOCK AWAY ON D.T. C 

STACK LB'ER - M BLOC CALL IF MAC MOVES UP REAL TITE ON YOUR HE: 

TRAP D.T. INSIDE - OUT, EXPLODE ON CONTACT, WORK UP THRU HIM, 

" MOVE HIM, SUSTAIN - JOKER CALL CHANGES YOUR TRAP TO INSIDE LB'E 

ο ο. SWAPPING ASSIGNMENTS WITH PLAYSIDE TACKLE - JOKER PULL MIGHT Hå 
GUARD TO PULL AROUND OTT TO GET TO LB'ER - HAVE TO READ ON GO. 

SHUT OFF D.E. - CAT CALL. WILL HAVE YOU SEALING OFF A DEF. 
OFFSIDE LINEMAN TO YOUR INSIDE (OCN MAKES CALL) MARY CALL PUTS OCN ON 
TACKLE 1ST LINEMAN AWAY FROM HIS NOSE YOU'LL BLOCK #2 MAN, ON OR OFF 

L.O.S. 

l. BACKFIELD SERIES DICTATES BALL HANDLING. 
QUARTER 2, TOSS SERIES - REVERSE OUT TO FAKING BACK-HAND BACK TO BC - 
BACK FAKE PASS 

3. PITCH SERIES - OPEN OUT TO FAKING BACK - HAND BACK TO BC - 

4. PLUNGE SERIES - OPEN TO FB - HAND OFF - FAKE PASS. 

SPRINT SPOT - NEAR LEG OF CENTER - A SLIGHT LATERAL STEP TO 
BALL ALLOW QB TO GET AROUND, ACCEPT BALL - RUN DAYLITE CP: KNOW 
CARRIER WHAT TYPE OF BLOCKING IS BEING USED. P.S.L. WILL ALERT YOU. 


SPRINT SPOT - SIDELINE, OPEN DRIVE HARD, ACCEPT QB'S TOSS 

REMAINING FAKE = ASSIGNMENT MAY CHANGE BY GAME PLAN. 

BACK 
—————— ————— 
_ THIS IS A TRAP PLAY UP THE MIDDLE. SPRINT TO THE CORNER BACK 

SPLIT - X AND CUT BLOCK HIM. 
eee 

FLANKER . Z! THIS ЇЗ A TRAP PLAY UP THE MIDDLE. SPRINT TO THE CORNER BACK 
oe ae x AND CUT BLOCK HIM. 

OFFSIDE 

TIGHT FAN 


PITCH 23 PITCH 22 


CY r 
Γ 5 
- i : 
EVEN | MD 40 40 
\ “Мк 
(д "à ч ТЕ 
5856 ο 5 
O O 
PAL MD 70 "TOE MD PAL 
bd 
5 ET T ree E END” ale 
Сс осо. ο |o 5 
C) 
JOKER MARY 90 90 CAT 


JOKER PAL MD 50 40 STACK 
P μι; n ες 
ὦ Ὁ ο à 
С) О 
Мр 30 PAL JOKER 


BLOCKING RULES 
- SLAM STUB - INSIDE RELEASE S.S. 


25 -{ CALL BLOCKING - ODD - EVEN - CAT - JOKER - MARY 
eG - TRAP - M BLOC 
гт - WALL OFF MOST DANGEROUS (MD) 


E - CUT BLOCK THE CORNER BACK 
- CUT BLOCK THE CORNER BACK 
4B 4. 
GC ~ SPRINT SPOT - NEAR LEG OF CENTER = SLIGHT LATERAL STEP DRIVE FOR HOLE= 


RUN DAYLITE. 
RD 7 SPRINT SPOT - SIDE LINE = OPEN DRIVE EARD, ACCEPT PITCH FAKE. 


COACHING POINTS 


FORMATIONS: SPLITS: 


INSIDE RELEASE - WALL OFF STUB, STAY ON HIN IF HE PLAYS τοῦ 
TOUGH - IF HE GOES OUTSIDE, RELEASE FOR S.S. PRIMARY RESPONSI- 
BILITY, KEEP STUB OUT OF PLAY. 


TIGHT 
END 


ODD CALL, TURN D.E. OUTSIDE - EVEN CALL, GO QUICK & SHALLOW TO 
BLOCK MAC, GET HEAD IN FRONT, DRIVE HIM AWAY FROM HOLE - D.E. 
HEAD UP (TITE 3 POSITION) BUBBLE YOUR SIDE. MAKE JOKER CALL, 
TURN HIM OUT — BUBBLE YOUR SIDE, D.E. IN 4 POS, HEAD FAKE, GO 
BLOC MAC 


PLAYSIDE 
TACKLE 


ODD CALL, BLOCK MAC (MIGHT HAVE TO USE HEAD FAKE TO GET THRU ) 
EVEN CALL, SHOW PASS OR DROP STEP PULL, TURN OUT ON D.E. - 
UNCOVERED PAL BLOC NOSE WITH OCN OR BLOC NOSE ALONE WHEN MARY OR 
CAT CALL MADE BY YOUR OCN. 


UNCOVERED, BLOCK AWAY ON D.T., MOVE HIM, YOUR P.O.A. - NOSE 


MAN, FIRE INTO MIDDLE #, MOVE HIM. MARY & CAT CALL WHEN 
CENTER COVERED, & ANOTHER DEF LINEMAN COVERS TRAPPING GUARD, BLOCK AWAY 
ON D.T. OR STACK LB'ER - M BLOC CALL IF MAC MOVES UP REAL TITE 
ON YOUR HEAD - RESPONSIBLE FOR ODD, EVEN, MARY, CAT CALLS. 


eee 
TRAP D.T. INSIDE - OUT, EXPLODE ON CONTACT, WORK UP THRU HIM, 
MOVE HIM, SUSTAIN. JOKER CALL CHANGES YOUR TRAP TO INSIDE 


PLAYSIDE 
GUARD 


r ы LB'ER, SWAPPING ASSIGNMENTS WITH PLAYSIDE TACKLE - JOKER PULL, 
MIGHT HAVE TO PULL AROUND OTT TO GET TO LB'ER - HAVE TO READ ON 

οι о ο - ον τι παν ο ο... 
SHUT OFF D.E. — CAT CALL. WILL HAVE YOU SEALING OFF A DEF LINE. 
OFFSIDE TO YOUR INSIDE (OCN MAKES CALL) MARY CALL PUTS OCN ON 1ST LINE- 

TACKLE AWAY FROM HIS NOSE, YOU'LL BLOCK #2 MAN, ON OR OFF LOS - VITAL 


M.D. BLOC STOPS PURSUIT. 
1. BACKFIELD SERIES DICTATES BALL HANDLING. 
2. TOSS SERIES - REVERSE OUT TO FAKING BACK-HAND BACK TO BC - 


QUARTER 

BACK FAKE PASS 
Bs Pine prea LES - OPEN OUT TO FAKING BACK - HAND BACK TO BC- 
4 PLUNGE SERIES - OPEN TO FB - HAND OFF - FAKE PASS. 


SPRINT SPOT - NEAR LEG OF CENTER - À SLIGHT LATERAL : 
ALLOW QB TO GET AROUND. ACCEPT BALL, RUN DAYLITE. 


BALL CP: KNOW WHAT TYPE BLOCKING IS BEING USED. 


CARRIER 


| SPRINT SPOT - SIDELINE, OPEN DRIVE HARD, ACCEPT QB'S PITCH 


REMAINING FAKE: 
BACK 


THIS IS A TRAP PLAY UP THE MIDDLE SPRINT TO THE CORNER BACK 
SPLIT - X | AND CUT BLOCK HIM. 

I TT l i T n F 

. THIS IS A TRAP PLAY UP TUE MIDDLE - SPRINT TO THE CORNER BACK 

FLANKER - Z| AND CUT BLOCKIHIM. 


OFFSIDE 


23 WHAM 22 WHAM 
C š | 
5 
fg ET à C 
| | oe š 5 
Ν | 
Ν 
30 * ODD 
η 4 SS 
d Τ ς : 
ο ὦ ὧδ 
Q Q 
ТОЕ PAL 
l 
J I 1 
E LNT = 
ο È 
O O 
90 CAT 
Ww M [ 
E ThOWGT £ 
I 
ο zot 
e 
PAL 50 40 STACK ODD 


ὁ ὦ D. Ὁ ο 


IN σὴ М ок ut 
ὁ οῶὸ 5 


SPRINT SPOT - OUTSIDE LEG OF 


BLOCKING RULES 


SLAM STUB - INSIDE RELEASE S.S 

M BLOC 

BLOC 1ST MAN INSIDE (ON OR OFF LOS) 
BLOC AWAY OR ON | 

TRAP 1ST MAN ON OR OFF LOS WITH RB 
SINGLE WALL OFF (M.D.) 

CUT BLOCK THE CORNER BACK 

CUT BLOCK THE CORNER BACK 


ος ΝΤ - INSIDE LEG OF CALL 


RI 
a READ «πι BLOCK 


SIDE GUARD, 
CALL SIDE GUARD, 


LEAD STEP - ON CROSS 


_BIM BLOCK MAN ON LOS 


FORMATIONS ; 


END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


GUARD 
QUARTER 
BACK 


BALL 
CARRIER 


INSID 


TOUGH . IF 


BASE BLOC # 
MUST SUSTAI 


CN IS PAL BLOC, 
CAN GET CAT OR 


ΑΥ ANYTIME THER 
OVER OFF GUARD 


BLOC ALL DE 


T AND 
LEAD WHAM CA 


E RELEASE - w. Е ЄТ 
НЕ GOES OUTSIDE, 
RESPONSIBILITY K 


FENSES opp 


[DE GUARD, LE 
E "HAM BLOCK RUN DAYLITE, 

VS. BU E SINKS, KEY OG AND rp 

N TIGHT ges 


COACHING POINTS 


2 - DRI 


HIM TO OUTSIDE _ DON'T ALLOW p 
N & MOVE HIM, 


N OR OFF TH 


E LOS . 
SOMEONE MUST 
ALL FROM OCN, p 


UTS YOU M/M ον NC 
ATION OR Spry BACK. 


LOCKING 
COME oFF 


PAL BLOC 


, WITH BACK - ALERT SE SINK 1 
Β BACKSIDE LB'ER. 


E OR WILL (MD) ~ CAT CALL WILL HAVE yc 
YOUR INSIDE (OCN MAKES CALL) - MAR 
FROM Ητς NOSE YOU'LL BLOC 
VITAL A.D. BLOC STOPS PURSUIT 

PER THA 


N NORMAL 27 
FAKE PASS 


LL - USE LEAD SERI 


3 HOLE MESH por 


ES TECHNIQUES - REVERSE 


OF PLAY 5 


AD STEP-ON 


? COURSES, 
EAD HOLE берсн TO HOLE, 
NT SPOT . OUTSIDE LEG or PLAYSIDE GUARD. DOUBLE MAN ON 
REMAINING | WITH Opp GUARD, INSIDE SHOULDER Bry: LOCK’ PLAY SIDE GUARI 
- jN T 1 x ὶ г i - ^ N O ; y K . 
BEN ο κιν ο οσους 
BLOCK INSIDE LB ΕΠ 


THIS 
SPELT- X 


_ | THIS 
FLANKER - 7 


OFFSIDE 
TIGHT END 


IS ΔΡ 


IS A 
AND 


LAY THA 
| ΤΗΣ CORNER Back I 


PLAY THAT ST 
THE CORNERBACK 


TE ἡ AND 5 HOLE SPRINT 
D CET BLOCK HIM, 
AYS BETWEEN THE 4 AND 5 HOLE. SPRINT 
CUT BLOCK HIM, 


709 


4-5 HOLE & BLOCKING SCHEMES 


BROWN - SLANT 34-35 

BROWN - 34-35M 

BROWN & RED - DIVIDE 34-25 HAND-BACK 
BROWN - JAB 34-35 

BROWN - PLUNGE 34-35 TRAP 

GREEN & RED - LEAD 24-354 

I - COUNTER 24-25 READ 

RED - 34-24 (DIVE) 

RED - 34-35 TRAP (WK) 


RED - 34-35 COUNTER 


So! 


SLANT 34 m ο ωμή 


ς «κ © CN 5 X Ë 
M I `j A T M rfr 5 
S ET Ξ Ξ 1S 
6644S | nae 
M we 40 40 à COG EAT 
M Ald με M LAS 
$Ó τος ur E L - x 
3868 olo δοδδοῦ 
O O 5 
OP το ΤΟΕ TAG A 
Vd l 
| bu ud 
5 OTL E τς. Р 
58d ο ο BOOO Ὁ 
O EAT 
M 90 90 χ р 
W M 
τος. 5649558 
OOQGOO © 1:8 © - 
O Q i 
M TAG 50 40 STACK M | 
= mM \ 
ce rr gv Me T SE 
ddor O O CO m 
O 
PS OP 30 .30 TAG M oa 
BLOCKING RULES 
S 2 EM LOS - POSSIBLE EAT - (USE X AS DUMMY CALL). 
oo a M BLOC - TAG - X 
PG - M BLOC - TAG - OPTION - COG - X 
c ug M BLOC - COG - POWER SNAPPER 
OFG - M BLOC - POWER SNAPPER - OPTION - TAG 
OFT - M BLOC - EAT - (MAKE DUMMY X CALL) 
"ET CUT OFF CORMER BACK 
- OPTION BLOCK 
QB. = š: 
BC - SPRINT SPOT-ROLL TO OUTSIDE LEG OF PLAYSIDE TACKLE, KEY OT'S BLOCK RUN DAYLITE. 


RB 7 LEAD STEP FOR MIDOLE OF WILL, BUTT BLOCK TECHNIQUE. 


COACHING POINTS 


FORMATIONS: SPLITS: 


SLAM STUB, WORK FOR INSIDE POSITION, STAY ON HIM, KEEP HIM FROM MAKING 
PLAY - EAT CALL WHEN YOU CAN'T BLOCK STUB, GOT TO WORK HEAD INSIDE AND 
GET POSITION ON END. ALERT FOR LIGHTENING FORCE, YOU OR OTT WILL BLOCK ROVE 


TIGHT 
END 


EXPLODE INTO #2 MAN'S MIDDLE - KNOCK HIM OFF LOS - TAKE HIM WHERE HE WANTS 
GO - SUSTAIN BUBBLE YOUR SIDE, MAKE POSITION CALL 3 OR 4, TO YOUR GUARD, SET 
UP TAG OR OPTION PULL.3 CALL (TAG) OUTSIDE FOOT 1ST, AIM OUTSIDE NIPPLE, ΕΧΕ 
OFF LOS READING AS YOU GO - INSIDE STUNT, CONTINUE THROUGH FOR MAC, NO STUNT 
STAY ON HIM - POSSIBLE X BLOC VS. 90, RUN GOOD DOWN BLOC. 


PLAYSIDE 
TACKLE 


M BLOCK #1 MAN, PLAY SIDE #, STAY ON HIM SUSTAIN - BUBBLE ON YOU, ALERT 
FOR 3 or 4 CALL FROM YOUR OTT - 3 CALL RUN TAG BLOCK - 4 CALL, RUN OPTION 


PLAYSIDE PULL ON MAC - 40 DEF, COG BLOC WITH OCN ON D.T., NO COG THEN M BLOC. 


GUARD 


M CLOC # O MAN - VS 40, DEPTH OF MAC - D.T.'S POSITION WILL EFFECT YOUR 
BLOCKING CELL - M CALL PUTS YOU ON MAC OR NOSE ALONE - COG CALL PUTS YOU 
ONSIDE GUARD ON D.T. AND MAC - MAN ON NOSE, BUBBLE OFFSIDE, YOU WILL MAKE 
POWER SNAPPER CALL TO YOUR OFF GUARD AND WORK BUDDY BLOC WITH HIM ON NOSE 
MAC. : 


CENTER 


M BLOC #1 MAN - KEEP HIM AWAY FROM PLAYSIDE WITH BUTT WHEEL BLOC, GOOD 
OFFSIDE CUT BACK BY B.C. IS POSSIBLE - POSSIBLE TAG WITH OTT VS. 70E - BUBBLE ON 
GUARD YOU, ALERT FOR P.S. CALL - IF YOU GET M CALL FROM OCN, IT'S YOUR JUDGEMENT, 
TO GO STRAIGHT THROUGH FOR LBer OR TO PULL AROUND OCN (OPTION PULL). 


INSIDE # SHUT OFF - USE BUTT WHEEL ON SCRAMBLE - D.E. WIDE, USE EAT CALL - 


OFFSIDE BE ALERT FOR LIGHTENING FORCE AND ROVER WAY INSIDE, YOU'LL HAVE TO BLOC HIM. 
TACKLE 

1. REVERSE PIVOT DEED. 
QUARTER 2. MEET BC AS DEEP AS POSSIBLE. 
BACK 3. HAND OFF. 

4. FAKE PASS. 

SPRINT SPOT - ROLL TO OUTSIDE LEG OF Ο.Τ. ON CROSS OVER YOU SHOULD BE GAIN- 
BALL ING GROUND, 3RD STEP SHOULD ROLL YOU TO HOLE, KEY CALL SIDE TACKLES 
CARRIER BLOCK RUN TO DAYLITE. 


LEAD STEP - FOR WILL, BUTT BLOCK WILL, KNOCK HIM OFF 1.0.5. SUSTAIN VS 
REMAINING 90 DEF ALERT POSSIBLE X BLOCK, VS WILL IH 2 GAP, ALERT GAP CALL BLOCK 
BACK FIRST MAN OUTSIDE OTS BLOCK. 


` , OPTION BLOCK THE FORCE. READ THE M.D.M. AND BLOCK FORCE. 
SPLIT - X 


CUT OFF-THE CORNERBACK. C.P. IF A CORHEPBACK IS IN A CROWD OR CLOUD 

FLANKER - Z POSITION FADE HIN. 

rS LDE ον OUT E e 
TIGHT END | 803 


35 M 34 M 


M 40 30 WALL M) σος 


s g T rT fel Wy TP ph 
OQOOUOO © τ Ὁ B οῇ 
O O $900 O 
P.S О TOE P.S. GOT 
ο E ced pn "M gs 
ODOobo О lo οὐ ᾧ Ϊ 
Ο ο a O 
TAG TAG 90 90 TAG READ 
EL es oR τες 
GPO olo οσοὔσοδὸ 5 


READ P.S. 50 40 STACK TAG 


BLOCKING RULES 
E.M.L.O.S. 

M BLOC - TAG - GOT 

COG - TAG - GOT - M-READ 

M - COG - P.S. ` 

М - P.S. - TAG 

WALL OFF - TAG 

CUT BLOCK CORNER BACK 

CUT BLOCK CORNER BACK 


SPRINT SPOT - ROLL TO OUTSIDE LEG OE PLAYSIDE TACKLE. KEY OT > 
TO - OG'S BLOCK 


WALL OFF WITH TACKLE  C.P.: ACROSS BACKFIELD I-FORMATION 


PLAYSI 


FORMATIONS: 


DE 


TACKLE 


SHUT OFF EMLOS - 


s pa ο... μμ, 


SPLITS: 


KEEP HIM TO OUTSIDE - DRIVE FOR INSIDE #, 
TURN HIM OUT - IF HE STUNTS INSIDE, DRIVE HIM DOWN BUT ALLOW 
NO PENETRATION. 


M BLOC #2 MAN - DRIVE FACE FOR HIS MIDDLE. STAY ON HIM, BC WIL 


RUN OFF YOUR BLOC - READ & TAG BLOC WILL BE USED ON BUBBLE - 
GOT BLOC WILL BE RUN VS 70E. 


Ë BLOC #1 MAN - COG 40 & 40 STK WITH YOUR OCN - TAG & READ 


BLOCS VS. THE BUBBLE WITH YOUR OTT - VS. ΤΗΕ 70E, RUN GOT WITH 


PLAYSIDE : oes 
GUARD YOUR OTT - ONCE INTO DEF. MAN, STAY UP & ON HIM. 
COG BLOC THE 40 & 40 STK DEF. - GOT TO GET MOVEMENT - RUN 
POWER SNAPPER VS. 70, 70E, 30 & 50 - DON'T RUSH THE P.S., GET 
CENTER HIM BACK & STAY UP ON HIM - ALOT OF CUTBACK POSSIBILITIES. 
M BLOC £1 MAN, KEEP HIM FROM PLAYSIDE PURSUIT - ANY BUBBLE ON 
OFFSIDE YOU PUTS YOU IN POWER SNAPPER WITH YOUR OCN - STAY UP & MOVE 
GUARD HIM - TAG BLOC THE 40 STK & 90, СОТ TO GET PURSUIT CUTOFF. 
RUN WALL OFF WITH R.B. - VS. 90 & 40 STK, RUN TAG WITH YOUR 
OFFSIDE GUARD. 
TACKLE 


E ETE ct ee ee ee ee eG 


QUARTE 
BACK 


BALL 
CARRIE 


REMAIN 
BACK 


R 


R 


ING 


REVERSE PIVOT DEEP 

MEET BC AS DEEP AS POSSIBLE 
HAND - OFF 

FAKE PASS 


> tor 


SPRINT SPOT — ROLL TO OUTSIDE LEG OF PLAYSTDE TACKLE, KEY OT = 
TO OG'S BLOCK, ALWAYS ALERT FOR POSSIBLE CUT BACK, RUN TO 
DAYLITE. 


SPRINT SPOT = INSIDE LEG OF OFFSIDE TACKLE WALL OFF BLOCK, 
SUSTAIN WALL BLOCK, PLAY MAY CUT DACK. 
C.P.: ACROSS BACKFIELD I-FORMATION. 


———Á————— Á—————EÉPÉHRETP == 


FLANKER -Z 


OFFSID 


TIGHT 


E 
END 


THIS IS QUICK HITTING PLAY AWAY FROM YOU. 
SPRINT TO THE CORNER BACK AND CUT BLOCK HIM. 


THIS IS A QUICK HITTING PLAY - SPRINT TO THE COPNER BACK AND 
CUT BLOCK HIM, 


$05 


DIVIDE 34/35 HAND-BACK DIVIDE 24/25 HAND-BACK 


40 STACK TAG 


BLOCKING RULES 


Y _ WALL OFF STUB TO S.S. ( ALERT LIGHTENING FORCE) 

DOT = SINGLE WALL OFF (NO ο. OFF DE WITH TE NEXT TO YOU, CAN TAKE 
50 & 30 TAG 40 STACK 90. 

PG - M BLOC - TAG 40 STACK 90. 

C - M BLOC - ZONE STEP 40 STACK 

OFG - M BLOC - TAG 90. 

OFT - M BLOC - OPEN YOUR SIDE, WALL OFF WITH HB - TÀG 90 DEF. 

i - CUT BLOCK CORNERBACK 

x - CUT BLOCK CORNERBACK 

OB 7 ki 

BC - LEAD STEP - SPRINT SPOT TAIL OF ONSIDE GUARD, RUN DAYLITE. 


RB - DRIVE STRAIGHT AHEAD, ALLOW NO ONE ACROSS FACE, WALL OFT. 


FORMATIONS: 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


COACHING POINTS 


SPLITS: 


STAY ON HIV 


SLAM STUB TO OUTSIDE, IF HE FIGHTS BACK TO INSIDE, 
IF HE LOOSENS TO OUTSIDE, RELEASE D.F. FOR S.S. 


NO TE NEXT TO YOU, RUN SINGLE, WALL OFF, MUST BLOC M.D., 
D.E. OR WILL - VS THE 90 & 40 STACK, RUN TAG WITH YOUR GUARD, 
STAY WITH IT LONGER, TRYING TO GET TO D.T. ALONE. 


DRIVE MAN ON, BACK, EXPLODE DOWN HIS MIDDLE, GET MOVEMENT, 

SUSTAIN IT - DON'T LET HIM PENETRATE ~ INSIDE CHARGE. DRIVE HI 
INSIDE - VS 90 & 40 STACK, RUN TAG, STAY WITH IT LONGER, GIVIN 
YOUR OTT THE OPPORTUNITY TO BLOC THE D.T. ALONE AS YOU GO THRU 
ove WILL - ALERT RAM CHARGE, YOU'LL BE ALONE ON D.T. VS 90 & 4 


M BLOC - DRIVE INTO NOSE OR MAC, EXPLODE ON CONTACT, MOVE HIM 
SUSTAIN - CAN FOLD SINGLE GAP SITUATION - VS 40 STK, COG WITH 
YOUR OFF GUARD TO HANDLE THE STACK SITUATION. 


M BLOC - DRIVE FOR INSIDE # OF D.T., EXPLODE, GET MOVEMENT, 
TURN HIM OUT, DON'T LET HIM PENETRATE-LB'ER., GET DOWN HIS 
MIDDLE, LOW & TOUGH, MOVE HIM, DON'T CUT, PUSH HIM BY THE HOL: 
TAG O0 STAY ON D.T. LONGER TO GIVE YOUR O T. A BETTER CHANCE T 
BLOC D.T. ALONE. - VS. 40 STK. OCN WILL COG TO STACK, DOO DAD I 


M BLOC - TE NEXT TO YOU, DRIVE FOR INSIDE # OF D.E., TURN HIM 
OUT - DRIVE THRU FOR STUB ON 70E, GET DOWN HIS MIDDLE, MOVE 
HIM, SUSTAIN - NO T.E. NEXT TO YOU. RUN WALL OFF WITH BACK - 


RUN TAG VS. 90. 
OPEN TO FAKING BACK - MAKE A TOKEN FAKE. 


AFTER FAKE REVERSE PIVOT BACK TO BC - HAND OFF 
FAKE PASS 


(ο ο 5» 


LEAD STEP = SPRINT SPOT TAIL OR ONSIDE GUARD. BE SURE TO GET 
MAX. DEPTH ON ALIGNMENT, TO ALLOW QB TO GET AROUND. PLAY MAY 
BREAK ANY PLACE AT L.O.S. 


μου... a re t μμ ο μμ a a Ne EAR e m m MM 


REMAINING 
BACK 


SPLIT - X 


DRIVE STRAIGHT.AHEAD. IF YOU ARE WEAK SIDE, YOU HAVE WALL OFF 
WITH TACKLE. IF YOU ARE STRONG SIDE, DRIVE FOR GUARDS OUTSIDE 
LEG. ALLOW NO COLOR το CROSS FACE. NOTE = STAY "WITH BLOCK. 
PLAY MAY BREAK YOUR SIDE. 
THIS IS A QUICK HITTING PLAY. 
CUTBLOCK CORNERBACK. 


SPRINT TO THE CORNERBACK AND 


FLANKER - Z 


THIS YS A QUICK HITTING PLAY. SPRINT TO THE CORNERBACK AND 
CUTBLOCK CORNERBACK. 


ων th a a m m L κ = = MEINE YF LR Ыншнышы шы M M CD CC ERA E 


OFFSIDE 
TIGHT FST 


ont 


JAB 35 34 JAB 


: _ M Idi) 
ΠΟΝΕΙ͂Ν 
O 
ХӘ, WALL OFF WALL OFF d 
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Oa 
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s ET L [ειν "P Tr i F 
OOOBOCO Ὁ Ο ὦ ὦ ὦ ὃ 
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M το TOE M - POS. GOT 
LJ al M 
BELLS ; d665éà 
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122133 s a 
ὅ δὦ δ. Ὁ 6goó0 
eu ο O 
M 50 40 STACK M 
Š h uraqa la! εὶ M - i 3 
ó6oó665 olo d ë 
O Q 
M 30 30 M 
BLOCKING RULES 
- TURN EMLOS OUTSIDE - KEEP HIM THERE 
эт. a ОМ BLOC 
SG: ue Af BLOC 
C - M BLOC 
OFG - M BLOC 
ОЕТ - WALL OFF WITH R.B. 
E - CUT THE CORNER BACK 
^ = CUT THE CORNER BACK 
uR E 
BC - JAB STEP - SPRINT SPOT - TAIL OF CALL SIDE GUARD - ACCEPT BALL 
RUN DAYLITE UNA: d 
доо 7 WALL OFF WITH OFFSIDE TACKLE 


COACHING POINTS 


DRIVE INTO EMLOS INSIDE #, QUICKLY GET INSIDE POSITION - 
TIGHT KEEP HIM OUTSIDE - SUSTAIN YOUR BLOC - INSIDE CHARGE, CUT OFF 
END PENETRATION, COLLAPSE HIM. 


M BLOC #2 MAN - EXPLODE INTO HIS INSIDE #, TURN HIM OUT, KEEP 
PLAYSIDE HIM THERE - LB'ER BLOC, DRIVE LOW FOR HIS MIDDLE, TAKE HIM 
TACKLE BACK, SUSTAIN - POS. GOT VS. THE 70E - INSIDE CHARGE, STOP THE 
PENETRATION, COLLAPSE Hla. 


M BLOC #1 MAN - EXPLODE INTO HIS MIDDLE, ESTABLISH A RUNNING 
PLAYSIDE LANE ~ SUSTAIN YOUR BLOC - LB'ER BLOC, DRIVE FOR HIS MIDDLE, 
GUARD ANTICIPATE SOME MOVEMENT TO JAB FAKE SIDE, HIT HIM LOW, 

TAKE HIM BACK, SUSTAIN - POSSIBLE GOT VS. THE ΤΟΕ DEF. 


M BLOC #0 MAN - DRIVE FOR MAC'S MIDDLE, HE MIGHT START WITH 
FLOW WHICH WILL GIVE YOU GOOD POSITION - DRIVE HIM AWAY FROM 


CENTER THE HOLE - NOSEMAN, DRIVE FOR HIS MIDDLE, LET HIM BITE A 
LITTLE TO JAB, THEN DRIVE HIM BACK - SUSTAIN ONCE YOU GET 
POSITION. 


M BLOC #1 MAN - DRIVE INTO D.T.'S INSIDE #, WORK FOR INSIDE 
POSITION QUICKLY, MOVE HIM AWAY FROM THE HOLE - BUBBLE, DRIVE 
STRAIGHT FOR MAC, ALLOW FOR FLOW, GET CLOSE INSIDE POSITION, 
DRIVE HIM AWAY. 


OFFSIDE 
GUARD 


кос оаа акаш a re EO MEDECIN E IERI A RUNE (К СЫНЫ. 
AS YOU GO THRU TO CUT OFF WILL - 


WALL OFF WITH R.B. - SLAM D.E. 
OFFSIDE VS. 40 STK & 90, DRIVE STRAIGHT THRU FOR WILL, ALLOW FOR FLOW, 
TACKLE GET CLOSE, INSIDE POSITION, DRIVE HIM AWAY. 

1. REVERSE PIVOT - FAKE SLANT 34-35 
QUARTER 2. PIVOT BACK TO BC 
BACK 3. GET BALL BACK TO BC AS DEEP AS POSSIBLE 

4. SET UP FOR PASS 

° JAB STEP AWAY FROM Р.О.А. - SPRINT SPOT — TAIL OF CALL SIDE 

BALL GUARD. ACCEPT BALL - KEY CALL SIDE GUARD AREA. RUN TO 
CARRIER DAYLITE. 


WALL OFF WITH OFEFSIDE TACKLE. 
REMAINING 
BACK 


| THIS IS A QUICK HITTING PLAY AWAY FROM YOU. SPRINT TO THE 
SPLIT - X | CORNER BACK AND CUT BLOCK HIM. 

ο... ыт οκ eek ары te Aen з a ыс ы М сс ы зә 

. THIS IS A STRONG SIDE 4 OR 5 HOLE PLAY. SPRINT TO THE 

BLANKER ΤΕ CORNER BACK AND CUT BLOCK, HIM. 


we τοπ ρω ο μμ 
OFFSIDE 
TIGHT FND 309 


PLUNGE 34 TRAP 


40 


ba το; Ἐν 
OO ὃ ο 
O 


JOKER 


“E ы τ ү 
o 698055 ο 


BLOCKING RULES 


SLAM EMLOS 7O S.S. 
DO DAD WITH C Ot: D.T. - MAC - JOKE! 
po DAD UITH T ON D.T. - DARY - CAT - i 


BLOC AWAY - MARY - CAT - PAL 
TRAP #2 - ALERT ШОКЕР. 

SHUT OFF £2 МАГ - POSSIELE CAT 
CUT OFT CORNER EACH 

OPTION ELOCK FOPCE 


SPRINT SPOT - LEC OF СЕКТЕР AWAY 


emnerem epam 2 TATT. OF TACKLE BLK 


PROS 


PLUNGE 35 TPAP 


PAL 50 40 STACK opp JOKER 


lal 


JOKER-PAL 


Cre. - CROSSOVER. 
MAL OM GENES 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SPLIT - X 


FLANKER = Z 


OFFS TNE 


COACHING POINTS 


SPLITS: 


RELEASE INSIDE FOR §.S. - 50 DEF, SHUT OFF D.E. 


MAN ON GUAPD, RUN DO-DAD BLOC WITE HIM - IF D.Ts HIP DISAPDEAPS 
INSIDE, ADJUST TO MAC ~ ALWAYS COME OFF BALL WITH ALOT OF POVER 
ALWAYS READY FOP OUT CHAPCE BY D.T. - AIN FACE FOR D.T.'S YEAR 
HIP - VS BUBBLE NAKE ШОКЕР. CALL IF NEEDED AND ELCCK D.E. VS 90, 
BLOC DOWN ON D.T., SOLE HELP FROM GUARD - VS. 40 STK, DOIN 

BLOC ALOYE. 


MAM ON, DO-DAD WITH OTT - АТ OUTSIDE SHOULDER FOR D.T.'S IXSIE 
IF HE GOES OUT, BLOC τς - IF HE PLAYS IT STPAICUT, DRIVE EIM 
BACK, LOOK FOR MAC - VS 90, DO-DAD, LOOK FOR MAC - ALERT FOR MA 
OR CAT CALL, YOU WILL DOWN BLOC NOSE MAN - DON'T BE SLOW CR SOF 
ON DO-DAL, COT TO COME OFF WITH ALOT OF P&P (PEP & POWER) IN CAS 
H IM “TO 

BLOC AWAY ANY TIME THERE IS A MAM ON L.O.S. OVER OFF GUARD - 
DON'T LET HIM PENETRATE OR SPIN OUT - OPD FRONT, OFF GUAPD 
COVERED MARY OP CAT CALL TO OFF TACKLE TO HANDLE WK D.T. AND 
INSIDE LE'ER - VS 30, PAL FLOC “ITH PLAY SIDE GUARD. 


PULL, TPAP 4-5 HOLE AREA - ESTAELISH A GOOD INSIDE-OUT ANGLE 
IMMEDIATELY, EXPLODE ΟΝ LOU CONTACT, DRIVE FIS OUT - IF HE 
CLOSES, LOC HIM = BE ALERT FOR JOKER CALL FRO?! PLAYSIDE OTT, IF 
HE IS LOCKED ON D.E., BE PREPARED TO GO AROUND HIM FOP. LB'ER. 
ALERT 90 AND 40 STK - THINK OF TRAPPING WILL. 


SHUTOFF D.E. (D.T. VS 50) ALERT TOR CAT OR MARY CALL БРОМ ОС. 


1. OPEN TO FB - HAND OFF 
2. GET DEPTE AS CUICKIY AS POSS 
3. YOU MUST ΕΕ DEEP EMOQUCH TC C 
4. FAKE PASS 


LSLE 
IVE EC A COOD BREAK TO 5.Ο.Σ. 


SPRINT SPOT - FAP LEC OF CENTER = CROSSOVER - PLANT - BREAK TO 
HOLE - PEAD TPAPPING GUARD, ALERT TIGUT HOLE VS BUBBLE. RUM 
το DAYLITE C.P.: КМО WHO IS BEING DOUBLED. 


SPRINT SPOT TAIL OF TACKLE - FAKE BIM BLOCK - BLOCK EBD КАМ 
ON LINE. DON'T. CET TIED UP ON D.E. ALERT EASY STUNT. BLOCK 
D< E. 


THIS IS A SLO! DEVELOPING PLAY - PEAD FORCE AND FLOCK. THIS IS 
AN OPTIO! BLOCK. 


CUT OFF CORNER BACK - ELIMINATE FIO FROM PURSUIT. 


LEAD 35 М LEAD 24 M 


POS. 


- M BLOC 
- M BLOC 
M BLOC 
7 HM BLOC 

M BLOC 


1 "pg 


"ere 


40 STACK TAG 


BLOCKING RULES 


EMLOS - GET INSIDE POSITION - KEEP HI! OUTSIDE 


- POS TAG 
- ZONE -P.S. 
- P.S. - TAG 


WALL OFF HD - TAG 
CUT BLOCK CORNER BACK 
CUT ELOCK CORNER Back 


- SPRINT 


SPOT - OUTSIDE LEG ОГ CALI SIDE CUARD, “LEAD STOP, ON CROSS 


OVE? GAIN GROUND. RUN DAYLITE. 
SPRINT SPOT - OUTSIDE LEG OF CALL SIDE GUARD, ELOCK N.D.M. VS. 


——. з 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


COACHING POINTS 


SPLITS: 


DRIVE INTO EMLOS - QUICKLY GET INSIDE POSITION. “KEEP EIM 


OUTSIDE. PROTECT PLAYSIDE. 


EXPLODE INTO #2 MAN'S INSIDE NUMBER - DRIVE EIM OUT - MAINTAIN 
INSIDE POSITION - SUSTAIN - ALERT 90, 30, 50 DEF, PEAD IT, 
MAKE TAG CALL IF NEEDCD. 


XPLODE INTO l MAN'S MIDDLE - ONSIDE EACK IS LEAD ELOCKING 
OM D.T. (SAME FOR 70E, 70, 40) ALERT FOR TAG CALL FROX YOUR 
OTT VS. 90, 30 or 50 DEF. VS. 40 STACK, WORK COG WITE OCN, 
STAY WITH D.T. ON IN OR OUT STUNT, LEAD BACK WILL HELP YOU OR 
GO THRU FOR MAC - BUBBLE, DOWN MIDDLE OF MAC, SUSTAIN NO CUT. 


M BLOC #0 MAN, FAVOR PLAY SIDE WITH ZONE STEP & BLOC D.T. 
IF HE STUNTS INSIDE - IF HE STUNTS OUT OR LB'ER VIKE CHARGE CONTINL 


CENTER ON THRU FOR CUT OFF ON IAC, SIGET HAVE TO DRIVE Hit BY THE 
HOLE — ODD DEFENSE, BUEELE PLAY SIDE, BLOC ‘DOVE! MIDDLE OF NOSE 
LEAD BACK WILL KELP YOU, STAY ON EIM - ODD DEFENSE, NO BUBELE 
PLAYSIDE, WORK POWER SNAPPER WITH OFF GUARD TO MAC. 
M BLOCK #¢1 MAN, FAVORING PLAYSIDE, WORK FOR INSIDE POSITION 
OFFSIDE BUBBLE ON YOU, WORK POWER SNAPPER VITH OCN ON NOSE & TAC ~ 
GUARD WEAKSIDE TAG WILL BE USED VS 90 & 40 STACK DEF. 
OFFSIDE SINGLE WALL OFF (MD) - ALERT BUDDY SITUATION WITH OFF GUARD 
TACKLE VS. 90 & 40 STACK - VITAL WE STOP EACKSIDE PURSUIT. 


CORRI NEU LEE πως E E сооз ым UNT NT saan E АСЫ li RR ERR 


QUARTER 
BACK 


1. REVERSE AND ROLL TO BC 

2. GET OUT OF HIS CUT BACK PATH. 

3. SET UP FAKE PASS 

4. THE LEAD CALI, CAN ΓΕ SUBSTITUTED FOR KITE A GOKER CALL.YOL: 
MECHANICS APE TUE SAME. JOKER IS A 50 OR 30 DEFENSIVE CAL’ 


BALL 
CARRIER 


REMAINING 
BACK 


FLANKER - Z 


^— OFFSIDE 
TIGHT END 


SPRINT SPOT - OUTSIDE LEG OF CALLSIDE GUARD. LEAD STEP ON 
CROSSOVER GAIN GROUND, VS. CALLLIDE CUARD COVERED KEY HIM- 

VS BUBBLE KEY MOSE MAN. JOKER CALL VS. BUBBLE - ALERT FOR D.E 
SINKING, FORCING A WIDER TEAN NORMAL BREAK. 


VS. EVEN - FRONT - BLOCK D.T. WITH OG. CLEAN UP L.O.S. FIRST 
N/T CO TEROUCH. VS ODD FRONT DOUBLE VITH СЕТЕР. ON NOSE. N/T 
GO TEROUGH. BLOCK ANYONE DANGLING IN HOLE. 


SPRINT πο ΟΡΜΟ GE ANC EID, CUP ETCC GODNEDS 


SPRINT TO CORMER БАСК AND CUT ELOCK COPMNER. 
ёле шше шысы ————————————— M RR 
813 


COUNTER 24 READ COUNTER 25 READ 


ς T C C ; ς 

M lal м к 
pue qoe eis ME T zŠ 
OOOGOO O e OO OC 

O O O O 

10 10 

scr +T ειν νε m τ”. 
ΦΟΟΟΦΟΟ ο G- οσο ο 

О О О О 


т?т Tn TES 
ooo800 O O 968666 


- EMLOS TO S.S. 
- D.E.(SHUTOFF INSIDE PENETRATION) 
- WILL 
- NOSE 
YFG - MAC 
‘eT - D.E. OR BUCK 
- BLOCK DEEP 1/3 
~ BLOCK DEEP 1/3 


К _ SPRINT SPOT - OUTS IDE LEG OF OFF SIDE GUARD - LEAD - CROSSOVER PLANT, 
LC FOLLOW PULLING GUARD 
LU τ. SPRINT SPOT - INSIDE LEG OF OFF SIDE TACKLE, BLOCK D.E. VS BLAST BY 


τη;πττνττν ΤΏ DI CU 


COACHING POINTS 


SPLITS: 


FORMATIONS: 


TIGHT SLAM DE, KEEP HIM OUTSIDE - IF HE PLAYS YOU TIGHT, STAY ON HIM 
END IF HE IS LOOSE, SHOVE HIM OUTSIDE & RELEASE FOR S.S. - STUB IS 
š MAIN RESPONSIBILITY. 


SHOW PASS, SHORT SET, READ THE D.E., UPFIELD CHARGE, LET HIM 


PLAYSIDE PENETRATE, THEN ROLL HIM TO THE OUTSIDE - IF DE EAS INSIDE CHAR 
TACKLE DON't ALLOW PENETRATION, COLLAPSE HIM - SUSTAIN BLOCK. 


SHOW PASS, LOSE SOME GROUND, READ YOUR OTT & HIS D.E. - IF D.E. 
PLAYSIDE HAS INSIDE CHARGE, PULL AROUND YOUR OTT TO BLOCK WILL = D.E. Ha. 
GUARD UPFIELD RUSH, GO INSIDE YOUR OTT TO BLOCK WILL. GET DOWN THE 
MIDDLE OF WILL, SMOTHER HIM. : 


M BLOC #0 MAN - INVITE HIM AWAY FROM HOLE, BLOC HIM & SUSTAIN - 
IF HE SLANTS TO THE HOLE, GET ON HIM QUICKLY, DON'T ALLOW 
CENTER PENETRATION, FOLLOW UP ON HIM, DON'T LET HIM SPIN BACK INTO 
PLAY. 


πο οκ m лы sp au mtu a ee 
SHOW PASS, LOSE SOME GROUND, READ YOUR OCN & THE NOSE-NOSE 
SLANTS YOUR WAY, PULL AROUND & BLOC MAC - NOSE SLANTS AWAY FROM 


"À YOU, GO RIGHT NOW FOR MAC - GET DOWN THE MIDDLE OF HIM & STAY 


ON HIM. 


SHOW PASS, LOSE SOME GROUND TO INSIDE, IF D.E. CHARGES DOWN 
INSIDE TO YOU, BLOCK HIM & STOP HIS PENETRATION - IF D.E. 
CHARGES OVER YOUR OUTSIDE, RELEASE & BLOC BUCK. 


OFFSIDE 
TACKLE 


z ы RR EIC зше ER ee 
1. OPEN TO BC 

QUARTER 2. GET DEPTH - BUT THE BALL IS HANDED BACK TO BC, SO DON'T 
BACK FORCE HIM TOO DEEP 

3. FAKE PASS 

——— —— e ge — = 
SPRINT SPOT - OUTSIDE LEG OF OFFSIDE GUARD - LEAD, CROSS OVER. 
BALL PLANT FOLLOW PULLING GUAPD, RUN TO DAYLITE, AN UNDERNEATH HAND 
CARRIER OFF. 


ο ο s pt ERE EMERICUS 
SPRINT SPOT - INSIDE LEG OF OFFSIDE TACKLE - BLOCK D.E. VS КАРО 
REMAINING INSIDE CHARGE BY D.E. GO AROUND FOR BUCK. 

BACK 


κο ου ο a se ea Uy ee με μι πω με 
THIS IS A SLOW HITTING PLAY - BLOCK DEEP 1/3 - STALK AND OCCUPY 
SPLIT X DEER 1/3 


THIS IS A SLOW HITTING PLAY - BLOCK DEEP 1/3 - STLAK AND OCCUPY 
FLANKER - 2 DEEP 1/3 


OFFSIDE зд 


ο οκ: ^ ú 
BEES e ΠΕ ο φϑδὸ. 
О 


BLOCKING RULES 


M BLOC #3 - KEEP HIM OUTSIDE (OR SLAM STUB ΤΟ S.S.) 
M BLOC #2 GET INSIDE POSITION - TURN HIM OUT 

M BLOC #1 - KEY BLOCKER ~ P.O.A. 

M BLOC #0 - PROTECT PLAYSIDE 

M BLOC πι - 7 S 


VALL OFF WITH R.B. OR SHUT OPT $2 NAN 
CUT THE CORNER BACK 
GUT THE ΟΝΕ: BACK 


SPRINT SPOT - OUTSIDE LEG OF PLAYSIDE GUARD RUN DAYLITE 
SPPINT SPOT TAIL OF CFT UEAKSIDE WALL ΟΓΓ STRONG SIDE ACROSS. 


COACHING POINTS 


FORMATIONS: | | SPLITS: 
— PJ mn EV —[AT` F —  - . 


PLAYSIDE, BLOC E¥LOS - TURN HIM OUT, DON'T LOSE HIM INSIDE - 
SUSTAIN - OFFSIDE, SLAM STUR TO OUTSIDE, RELEASE TO S.S. 
VS. 50 STAY ОМ D.E. 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SPLIT - X 


FLANKER - Z 


M BLOC π2 MAN - DRIVE FACE FOR INSIDE #, MOVE EIM OUTSIDE 
~ ALLOW NO SPIN BACK - POSSIBLE TAG VS. 90 & 30 DEF, 
GET READ, MAKE CALL. 


M BLOC ¢l MAN - EXPLODE INTO D.T.'S MIDDLE -ESTABLISH A RUNNING 
LANE - SUSTAIN - ELOC ON LB'ER, STAV LOU, DESTROY HIS FORCE, 
SMOTHER HIM - ALERT FOR TAC CALL FROM OTT VS. 90 - 30 DEF. - 
WILL HAVE TO COG THE 40 STK, STAY WITH IT LONGEP. 


M BLOC πο MAN - GET TC MAC QUICKLY WITH PLAY SIDE STEP. (ZOME) 
IN CASE D.T. STUNTS INSIDE (AUTO PICKUP FOR YOU) CAN'T CUT OFF 
MAC, DRIVE FIM BY THE HOLE - RUN P.S. WHEN COVERED & OFF GUARD 
BUBBLE - VS 90, MUST EXPLODE INTO NOSE STRONG SIDE #, DRIVE HIM 
BACK - RUN COG VS. 40 STK, STAY WITH IT LOMGER. 


M BLOC #1 MAN, PROTECT PLAYSIDE BY ELOCKING D.T. INSIDE т AND 
TURNING HIM OUT - LB'ER BLOC, GO FOR INSIDE # LOW & DRIVE HIM 
OUT - ODD DEF, BUBBLE ON YOU, WILL USUALLY BE A P.S. BLOC WITH 
OCN, CAN H BLOC ALSO - TAG WITH OFF TACKLE VS. 90 & 40 STK. 


ON OPEN SIDE, RUN WALL OFF WITH B.E. - VITAL ЧЕ GET BACKSIDE 
PURSUIT CUT OFF - WILL HAVE TO τὰς THE 40 STK & 90 WITH YOUP 
GUARD = CLOSED SIDE, TE NEXT TO VOU, SHUT-OFF TUR D.E. (DT IN 5C 


1. OPEN AND START DOUN L.O.S. 
2. SETTLE AT MESH POINT, DON'T FOPCE EC OUT - ALLOW CUT BACK 
ROOM. 


SPRIMT SPOT - OUTSIDE LEG OF PLAYSIDE EUARD, KEY CALL SIDE AREA 
RUM DAYLITE.. С.Р. GET МАХ: DEPTE OX ALICHMENT, 


SPRINT SPOT - TAIL OF O.F.T. WALL OFF ELOCK.  SUSTAIN YOUR 
ELOCK. THIS PLAY MAY EREAK BACK UEAKSIDE = STRONG SIDE 
ACROSS BACKFIELD. 


SPRING TO TUE COMMER PACK AMD CUT BLOCK HIM. THIS IS A QUICK 
HITTING PLAY. 


SORIA TO THE СОГМЕК BACK AHD CUT BLOCK HIM. THIS IS A QUICK 
HITTING PLAY, 


OFFSIDE 


“тч т ovre —.— 


Tage "ur 


' DO DAD 


MARY JOKER το TOE 


PAL JOKER 


JOKER PAL 


BLOCKING RULES 


INSIDE RELEASE-S.S.-50, STAY ON DE 
DO-DAD WITH G ON D.T. 


DO-DAO WITH T OM D.T. - MARY, CAT BLOC NOSE-PAL NOSE WITH OCM VS 30 & 50. 
BLOCK AWAY OR MAN ON (PAL). 

TRAP 1ST MAN OUTSIDE HOLE-ALERT JOKER. 

SHUT OFF #2 MAN (ALERT CAT & MARY). 

CUT OFF THE CORNERBACK. 

OPTION BLOCK. 


SPRINT SPOT-FAR LET, OF CENTER=FAVOR TAG BLOCK VS 40=FAVOR COG BLK VS 30 
RUN DAYLITE. 
I BLOCK END MAN ON 1.0.5. 


COACHING POINTS 


FORMATIONS : 


SPLITS: 


RELEASE INSIDE FOR S.S.-50 DEF, SHUT OFF D.E. 


TIGHT 
END 
MAN ON GUARD, RUN DO DAD BLOC WITH HIM-IF D.T. HIP DISAPPEARS INSIDE ADJUST 
PLAYSIDE TO MAC-ALWAYS COME OFF BALL WITH ALOT OF POWER, ALWAYS READY FOR OUT CHARGE 
TACKLE BY D.T.-AIM FACE FOR D.T.'S NEAR HIP-VS BUBBLE MAKE JOKER CALL IF NEEDED ΑΝ: 
BLOCK D.E. VS 90, BLOC DOWN ON D.T., SOME HELP FROM GUARD-VS 40STK, DOWN 
BLOC ALONE. 
MAN ON, 00 DAD WITH OTT-AIM OUTSIDE SHOULDER FOR D.T'S INSIDE #-IF HE GOES 
Span OUT, BLOC MAC - IF HE PLAYS IT STRAIGHT, DRIVE HIM BACK, LOOK FOR MAC- VS 
. E 90, DO DAD, LOOK FOR MAC -ALERT FOR MARY OR CAT CALL, YOU WILL DOWN BLOC 
NOSE MAN - DON'T BE SLOW OR SOFT ON DO DAD, GOT TO COME OFF NITH ALOT OF 
P&P (PEP & POWER) IN CASE HE STUNTS INTO YOU. 
BLOC AWAY ANYTIME THERE IS A MAN ON L.O.S. OVER OFF GUARD - DON'T LET HIM 
PENETRATE OR SPIN OUT - ODD FRONT, OFF GUARD COVERED MARY OR CAT CALL TO 
CENTER OFF TACKLE TO HANDLE WK D.T. AND INSIDE LBer - VS 30, PAL BLOC WITH PLAY 
SIDE GUARD. 
PULL, TRAP 4-5 HOLE AREA - ESTABLISH A GOOD INSIDE/OUT ANGLE IMMEDIATELY, 
OBBETEE EXPLODE ON LOW CONTACT, DRIVE HIM OUT - IF HE CLOSES, LOG HIM - BE ALERT FOS 
CART JOKER CALL FROM PLAYSIDE OTT, IF HE IS LOCKED ON D.E. BE PREPARED TO GO 


AROUND HIM FOR LBer, ALERT 90 AND 40 STK THINK OF TRAPPING WILL. 


SHUTOFF D.E. (0.Τ. VS 50) ALERT FOR CAT OR MARY CALL FROM OCN. 


OFFSIDE 
TACKLE 


QUARTER 1. OPEN AND DROP DEEP - BC WILL COME BETWEEN YOU AND L.O.S. 


BACK 


SPRINT SPOT - FAR LEG OF CENTER- VS 40 FAVOR TAG BLOCK, VS 30 FAVOR COG 
BALL BLOCK. DON'T CROWED PULLING GUARD - THIS IS UNDERNEATH BALL HANOLING. 


CARRIER 


SPRINT SPOT OUTSIOE LEG OF PLAYSIDE TACKLE, FAKE BIM BLOCK ON DE BLOCK 
REMAINING OUTSIOE MAN OUT, DON'T GET TIED UP ON DE OR MAN WE ARE TRAPPING VS 90 OR 
BACK 40 STACK BLOCK DE OUT VS WILL @ 3 BLK DE OUT. 


OPTION BLOCK FORCE RELEASE OF L.O.S. AND READ MOST DANGEROUS DEFENDER. 
SPLIT - X 


ERN CUT OFF THE CORNER BACK. C.P. FOR "Z" IF CORNERBACK IS IN A CLOUD OR 
PLASRER 1 CROUD POSITION FADE HIM. 


OFFSIDE 
TIGHT END CERS 


34 COUNTER 35 COUNTER 


BLOCKING RULES 


ed SEAL OFF DE (EXCEPT 50, PULL TO HOLE, BLOC WILL). 

Б в SHOW PASS (FLASH) - INFLU. DE UPFIELD - POLL HIM DEEP 

pg .  ! BLOC (KEEP HIM ON LOS) 

c - M BLOC (KEEP HIM ON LOS) 

OFG - H BLOCK-ZONE OUT VS BUBBLE 

OFT - PULL TO HOLE BLOCK WILL 

~ - CUT OFF CORNERBACK 

x< -. OPTION BLOCK 

QB - i 

BC - COUNTER STEP TO ALLOW PULLING TACKLE TO LEAD, COME FLAT ACCEPT BALL, KEY 


н PULLING LINEMAN 
RB SPRINT SPOT - SIDE LINE. AWAY FROM CALL 


COACHING POINTS 


FORMATIONS: SPLITS: 


SEAL OFF DE - GET HEAD TO INSIDE - CUT SCRAMBLE HIM - SUSTAIN IT - VS 50, 


ο. YOU REPLACE OTT, PULL TO HOLE, BLOCK WILL 

TAKE SLIGHT DROP TO INSIDE, SHOW PASS TO INFLUENCE DE UPFIELO, GET QUTCX 
PLAYSIDE POSITION ON HIM, 00 NOT ALLOW HIM TO SPIN BACK INTO PLAY - INSIDE RUSH, 
TACKLE STUFF HIM, NO PENETRATION ALLOWED. 


USE QUICK PROTECTION IF COVERED, DON'T GIVE HIM ANY ROOM - ON CONTACT, 
PLAYSIDE ORIVE HIM TO INSIDE - IF OUTSIDE RUSH, GET ON HIM QUICKLY AND TAKE HIM 


GUARD OUTSIDE SO PULLING OTT CAN READ IT - BUBBLE DRIVE THROUGH QUICKLY FOR 
` [Вег OVER YOU. 


UNCOVERED, GO RIGHT NOW FOR MAC, LET HIM SUCKER A LITTLE, WAIT FOR HIM 
TO COME BACK - COVERED, QUICK PROTECTION, ALLOW NO PENETRATION, ROLL HIM 
CENTER AWAY FROM PLAY. 


USE QUICK PROTECTION IF COVERED, DON'T GIVE HIM ANY ROOM - ON CONTACT, 
DRIVE HIM AWAY FROM PLAY - IF HE TAKES INSIDE ON SNAP, CUT HIM. BUBBLE 
ON YOU, TAKE ZONE STEP AWAY, SLAM DE TO SLOW HIM UP FOR TE'S SEAL BLOCK 
GO THROUGH FOR YOUR LBer - 50 DEF NO ZONE NEEDED AS OTT STAYS, PROCEED 

THROUGH TOR STUB. š 


OFFSIDE 
GUARD 


PULL TO HOLE WITH A LITTLE DEPTH, READ YOUR PLAYSIDE T ¿ G TO DETERMINE 


ο... YOUR PATH TO WILL - VS 50 DEF, YOU WILL STAY & SHUT OFF D.T., GET ON QUICK 2 
„сез NO PENETRATION, 

i 1. OPEN TO FAKING BACK - MAKE TOKEN FAKE. 
Been 2. REVERSE ON AROUND TO BC AND HAND OFF. 


3. MAKE SURE YOU GAIN ENOUGH DEPTH ΟΕΕ L.0.S. TO ALLOW BC ROOM TO RUN. 


COUNTER STEP - TO ALLOW PULLING TACKLE TO LEAD, COME FLAT, ACCEPT BALL 
BALL KEY PULLING LINEMAN RUN DAYLITE C.P. BE READY TO SET PULLING LINEMAN'S 
CARRIER BLOCK. AFTER HAND OFF. THIS HANDOFF IS ON TOP. 


SPRINT SPOT - SIDELINE, AWAY FROM P.0.A.- GIVE BC ROOM TO CLEAR UNDER 
REMAINING YOU. 


BACK 


SPLIT - X OPTION BLOCK WEAK SIDE, READ FORCE AND BLOCK M.D.M. 


ο ο ο ο M—— сал мы Мы ыыы ЭЕ: мг. ο μα 22 u he бык ыбы ROS 


CUT OFF CORNER BACK, C.P, IF CORNERBACK [S IN A CROWD OR CLOUD POSITION 
"LANKER - Z | FADE HIM. 


OFFSIDE 
TIGHT END S21 


7 HOLE AND BLOCKING SCHEMES 


BROWN -36X-37G 

PLUNGE 26-27-O (WK) 

PLUNGE - 26-27-0 (SS/ 

26-27 CLEAN 

RED - TOSS 27-26 POWER-O 
RED - 26-27 POWER-O-OUTSIDE 
- 36-37 .BIM-O 


- 26-27G 


ét oS om ee οὐ 626 5 


BLOCKING RULES 
DOWN BLOCK #2 MAN - PAL vs 30, 90 & 50 
PULL, X BLOCK EMLOS OR DOWN BLOCK πὶ MAN (PAL BLOCK 90, 50, & 30) 
M BLOCK #1 MAN, COG THE 40 OR TRAP EMLOS (G CALL VS 40 STK) 
М BLOCK =O MAN = P.S. 90, 30 & Το - POSSIBLE COG VS. 40 


M μερες =l MAN - P.S. 70, 30 & 50-TAG THE 40 & 90 

I FORMATION, RUN SINGLE WALL OFE - DBOWN FORMATION, DOUBLE WALL OFF 
BLOCK DEEP 1/32 

CUT OFF CORNER BACK 

SPRINT SPOT - ROLL TO OUTSIDE LEG OF PLAYSIDE TACKLE - KEY OT' S 


BLOCK PUN TO DAYLITE. 
BRONN - WALL OFF - I - FARE TOSS STRONG SIDE. 


JRMATIONS : 


TIGHT 
ZEND 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


ο μμ aaa 


QUARTER 
BACK 


———— 


BALL 
CARRIER 


REMAINING 


FLANKER - Z 


COACHING POINTS 


L e e uu, n —— — —  -  — — n - 


| SPLITS 


X BLOC -DOWN BLOC THE #2 MAN ALONE VS 40, 40 STK. 90 & 30 - AIM 
SLIGHTLY IN FRONT OF HIS HIP, STEP WITH INSIDE FCOT, MOVE HIM, 
ALLOW NO PENETRATION - G BLOC, SAME TECHNIQUE WHEN ALONE & PAL 


WITH YOUR OTT VS 90, 50 & 30. 


X BLOC - PULL & BLOC OUT EMLOS - DROP STEP OUTSIDE FOOT, LET TE 
| CLEAR, BLOC EMLOS, GOOD INSIDE-OUT ANGLE, DRIVE HIM OUT -(POSSIB 
LOG SITUATION, HOOK HIM) - G BLOC, DOWN BLOC, #1 MAN ON LOS - AI 
SLIGHTLY IN FRONT OF HIP, STEP NEAR FOOT, STOP PENETRATION, 
SUSTAIN (CAN USE REVERSE BODY) PAL BLOC 90, 50 & 30. 


iX BLOC - M BLOC #1 MAN - KEEP HIM THERE - CONTAIN HIM, KEEP OUT 
| OF PURSUIT - CAN BUTT WHEEL HIM - GOT BLOC THE 7OE - G BLOC, PUL 
| & TRAP OUT EMLOS, ESTABLISH GOOD ANGLE, INSIDE-OUT POSITION, 
EXPLODE LOW ON CONTACT, MOVE HIM. POSSIBLE LOG IF EMLOS BURIES 
| INSIDE. 


| М BLOC #0 MAN - KEEP HIM AWAY FROM HOLE - POSSIBLE COG VS 40 & 
40 STK - IF G IS CALL VS 40 STK, YOU MUST OVER BLOC THE D 
POWER SNAPPER THE 70, 7OE, 30 & 50 DEF. 


M BLOC #1 MAN - KEEP HIM AWAY FROM HOLE - POWER SNAPPER THE 
| NOSE WITH OCN VS. 70, 7OE, 50 & 30. 


DOUBLE WALL OFF WITH HB WHEN IN BROWN FORMATION. SINGLE WALLOFE 
IN I FORMATION - TAG WITH YOUR GUARD VS 40 STK & 90 DEF. 


REVERSE PIVOT TO FB. 

MEET BC AS DEEP AS POSSIBLE 
HAND OFF 

FAKE PASS 


we WLI r= 


l 


nn —— — 
| SPRINT SPOT - ROLL το OUTSIDE LEG OF PLAYSIDE TACKLE ~ KEY ОТ'5 
! BLOCK, VS EXCHANGE KEY TE'S BLOCK - RUN TO DAYLITE. 


BROWN FORMATION - WALL OFF WITH TACKLE. T-FORMATION FAKE TOSS 
STRONGS IDE. 


} 
I 
Z u U 


i THIS IS A STRONG SIDE PLAY 9 SPRINT TO CUT OFF CORNER BACK. 
ELIMINATE CORNER BACK FROM PERSE ET 
Scat ages og ee ο ML m 
οσα OFF Lus BLOCK DEEP 1/3 = STALK AND OCCUPY DEEP 1/53. 
| 


PLUNGE 26-0 PLUNGE 27-0 


880856] ο ο ἃ ὀφοδὸ : 


BLOCKING RULES 


Y o SLAM STUB TO S.S. 

орт - M BLOC 

pG - M BLOC 

€ . 4 BLOC (POS. DO DAD WITH FB) 

OFG -  PULL-READ PLAYSIDE TACKLE'S BLOC FOR PATH TO BLOC WILL 

OFT - SHUT OFF DE (D.T. VS 50) 

Z - CUT OFF CORNER BACK. 

X - OPTION BLOCK FORCE. 

GB * 

Boo 0 SPRINT SPOT - [INSIDE LEG OF OFFSIDE GUARD - SHORT LEAD STEP, CROSS 


К _ OVER PLANT - RUN TO HOLE. 
RB SPRINT SPOT - INSIDE LEG OF OFFGUARD e BLOCK DT TO NOSE N/T CHASE. 


FORMATIONS: 


COACHING POINTS 


SPLITS: 


n INSIDE RELEASE - SLAM STUB TO S.S. - VS. 50, STAY ON D.E., IF 
EN HE GOES OUT SIDE, RELEASE FOR S.S. - PLAYS YOU TOUGH, STAY ON 
HIM. 
M BLOC D.E. - BLOC THE MIDDLE = - GOT TO SUSTAIN CONTACT = IF 
PLAYSIDE D.E.'S WIDE, POSSIBLE FLASH TECHNIQUE, ROLL HIM TO OUTSIDE. 
TACKLE VS. 90, POSSIBLE BLOC ON WILL IF D.E. IS TOO WIDE, PULLING 
GUARD WILL ADJUST AND BLOC HIM. 
M BLOC MAN ON - DON'T REACH OUTSIDE, GO DOWN HIS MIDDLE, LET HI 
ERSTER REACT TO PLUNGE FAKE - ONCE CONTACT IS MaDE, STAY ALL OVER HIM, 
GUARD SMOTHER HIM, KEEP OUT OF PURSUIT - SAME FOR BLOC ON LB'ER, LET 
HIM GO FOR PLUNGE, THEN DRIVE FACE FOR HIS MIDDLE, DON'T LET 
HIM GET INTO PURSUIT - CUT HIM OFF. 
M BLOC MAN ON OR MAC ON 40 DEF - IF NOSE GOES AWAY FROM HOLE, 
KEEP GOING THRU FOR ILB'ER, FB WILL PICK UP YOUR NOSE - IF NOSE 
CENTER STAYS ON YOU TITE, DRIVE HIM AWAY FROM HOLE. 
PULL, LOSE SOME GROUND ON 2ND STEP, READ PLAYSIDE TACKLE'S BLOC 
TO DETERMINE YOUR PATI TO WILL, AROUND HIS BLOC OR INSIDE HIS 
OFFSIDE BLOC - ALERT VS 90, MIGHT HAVE TO PICK UP DE IF OTT CHOSES TO 
GUARD GO THRU FOR WILL. 
SHUT OFF D.E., KEEP HIM AWAY FROM PLAY - CUT OFF STUB IN 70E 
OFFSIDE & DO. IN 90 DEF, 
TACKLE 
1. OPEN TO FB - TOKEN FAKE - GET DEPTH. 
QUARTER 2. HAND BALL OFF TO BC AS DEEP AS POSSIBLE 
BACK 3. UNDERNEATH HAND OFF. 
4. RETREAT AND FAKE PASS. 
SPRINT SPOT - INSIDE LEG OF OFF GUARD = SHORT LEAD STEP, CROSS 


HAND OFF SHOULD BE MADE AT 4 to 43 


BALL OVER, PLANT RUN TO HOLE. 
CARRIER YDS FROM LOS. READ PULLING GUARDS DLK. 

CP: DON'T CROWD LOS UNDERNEATH BALL HANDLING. 

SPRINT SPOT - INSIDE LEG OF OFF GUARD = BLOCK D.T. VS. EVEN 
REMAINING FRONT. VS ODD FRONT CLIP NOSE, N/T CHASE TO PLAY SIDE BLOCK 
BACK ANY COLOR. 

THIS IS AN OPTION BLOCK ON FORCE YOUR SIDE. PUSH OFF LOS AND 


SPLIT - X 


FLANKER - Z 


OFFSIDE 
TIGHT FND 


READ FORCE - YOU MUST BLOCK FORCE. 
THIS IS A WEAK SIDE PLAY - SPRINT TO CUT OFF CORNER BACK. 
ELIMINATE CORNER BACK FROM PURSUIT. 

ος ag πμ mts ο μυ ee a s ыы See 


(Nm 


PLUNGE 27-0 PLUNGE 23-0 


40 STACK 


\ 
WAMA 


BLOCKING RULES 
- TESS ~ RELEASE OUTSIDE & BLOCK S.S. 


PT = M BLOC 

PG - M BLOC - COG 40 STK 

C - M BLOC 

OFG - PULL BLOC EMLOS 

OFT - SHUT OFF DE TO WILL (MD) 

© - STALK AND OCCUPY CORNER BACK 
K - CUT OFF CORNER BACK 

QB = < 


BC - SPRINT SPOT INSIDE LEG OFF GUARD = SHORT LEAD STEP, CROSSOVER 
PLANT - RUN TO HOLE 
RB - SPRINT SPOT - INSIDE LEG OFF GUARD - BLK DT TO NOSE = N/T CHASE. 


— ————— 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


COACHING POINTS 


SPLITS: 


TESS = RELEASE OUTSIDE OF EMLOS = BLCC S.S. 


M BLOC #2 MAN - STEP OUTSIDE FOOT, AIM FOR HIS MIDDLE - STAY ON 


HIM, IN OR OUT CHARGE - KEEP FEET & RUN HIM - PULLING GUARD & 
B.C. WILL RUN OFF YOUR BLOC - ALERT 70E, POSSIBLE GOT WITH 
YOUR GUARD. 


M BLOC =1 MAN - PROTECT PLAYSIDE - KEEP UP ON HIM - SUSTAIN 
YOUR BLOC - COG THE 40 STK & POSSIBLY VS 40 DEF. 


A  .  _  _ ϱϱ. 


M BLOC 5ο MAN - TAKE GOOD ANGLE TO CUT OFF MAC - VS THE 70, 
7OE, 50 & 30 DEF'S, YOU & FB WILL AREA BLOC THE NOSE & MAC - 
RUN COG WITE YOUR PLAYSIDE GUARD VS 40 STK & POSSIBLY VS. THE 


ο πο κισσα et ed 
PULL, LOSE GROUND ON 2ND STEP, READ PLAYSIDE TACKLE'S BLOC TO 
ESTABLISH YOUR PATH TO YOUR BLOC ON EMLOS - DRIVE FACE FOR HIS 


CENTER 
40 - GOT TO STOP TUE PURSUIT. 

OFFSIDE О 

GUARD MIDDLE & RUN HIM. 


———cAIK ———FA——n MM —— MM —À— M —ÀÀ LLL 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SPLIT - X 


SHUT OFF ΡΕ TO WILL (MD) - VS TAKE GOOD ANGLE DOWN STEP TO 
CUTOFF WILL, GO OFF D.T.'S BUTT - CANNOT PULL BECAUSE OF 
PLUNGE ACTION. 


1. OPEN TO FB - TOKEN FAKE - GET DEPTH. 

2. HAND BALL OFF TO BC AS DEEP AS POSSIBLE. 
3 UNDERNEATH HAND OFF. 

RETREAT AND FAKE PASS. 


ῃ 
Ho 
. 


SPRINT SPOT = INSIDE LEG OF OFF GUARD = SHORT LEAD STEP, CROSS 
OVER, PLANT RUN TO HOLE, HAND OFF SHOULD BE MADE AT 4 to 4} 
YDS FROM LOS. READ PULLING GUARDS BLOCK ON END MAN ON LOS. 
CP: DO NOT CROWD LOS.UNDERNEATH BALL HANDLING. 


SPRINT SPOT - INSIDE LEG OF OFF GUARD - BLOCK DT VS EVEN FRONT, 
VS. ODD FRONT CLIP NOSE N/T CHASE TO PLAY SIDE BLOCK ANY COLOR. 


THIS PLAY IS A STRONG SIDE PLAY AWAY FROM YOU - SPRINT TO 
CORNER AND CUT OFF CORNER PROM PURSUIT. 


m M M — M — M — M eaae e ———_——.———.———— 


FLANKER - Z 


OFFSIDE 


ἜΤΗ. SE ADEN 


| YOU ARE RESPONSIBLE FOR CORNER BACK YGUR SIDE. IT IS A SLON 
DEVELOPING PLAY STALK AND OCCUPY CORNERBACK. 


27 CLEAN 2€ CLEAN 


um 

m 

m 
-ν 


t d i 4 
ο μα rus do cci ος 
516 OO ο 349 Soon 
Q Q 
S 


BLOCKING RULES 

- M BLOC EMLOS 
ss tr AL BLOC = TAG 

= "ADSBLOD = TIG = COG 

- MBLOC - COG - P.S. 
FG - M BLOC - P.S. - TAG 
тто- WALL OFF M.D. - TAG 

- BLOCK DEEP 1⁄3. 

- CUT OFF CORNER BACK 


"c - ROLL TO NEAR LEG ΟΕ PLAYSIDE TACKLE, KEY OT'S BLE RUN DAYLITE 
- SPRINT SPOT - TAIL OG PLAYSIDE TACKLE CLEAN OT'S BLOCK, N/T GO TO 


COACHING POINTS 
| 


FORMATIONS: | SPLITS: 
M BLOC EMLOS - DRIVE HIM OUTSIDE - SUSTAIN BLOC - STUNT INSIDE. 
En GOT TO COLLAPSE HIM WITH NO PENETRATION. 
IL. 


M BLOC £2 MAN - DRIVE FACE FOR HIS MIDDLE, DRIVE HIM BACK SUSTA 
PLAYSIDE POSSIBLE HELP FROM R.B. - TAG WILL BE RUN VS. BUBBLE YOUR SIDE 
TACKLE 


M BLOC £1 MAN - DRIVE FACE FOR OUTSIDE #, MOVE EIM 2 SUSTAIN - 
BUBBLE ON YOU WILL BE TAG BLOCKING VS 40 & 40 STK, RUN COG 


PLAYSIDE WITH YOU® OCN - MUST KEEP FEET & RUN WITH THEM. 


GUARD 


————————M—M—— M MÀ——MM—À—ÀÀÀÀ——— RE 


M BLOC #0 MAN - EVEN DEF., COG WITH PLAYSIDE GUARD, MUST KEEP 
FEET & RUN WITH YOUR BLOC, GIVE TEE B.C . A CHANCE - ODD DEF, 
CENTER POWER SNAPPER WILL BE USED, SAME AS COG, HAVE TO STAY UP & RUN 
WITH BLOC, GET TO BI 


M BLOC *1 MAN - DRIVE FACE FOR INSIDE #, GET INSIDE POSITION 
| QUICKLY, KEEP HIM THERE - BUBBLE ON YOU, RUN POWER SNAPPER WITH 


s OCN, KEEP FEET, RUN WITH IT WORKING TO TAKE OVER THE NOSE OR 
LB'ER - TAG WILL BE RUN VS. 90 & i0 STK, TRY TO HELP YOUR OTT 


BY SLAMMING D.T. AS YOU GO THRU POR WILL. 
P ——pA_—r—OOn c rn M—M—— .. M  À—À— À—— 


SINGLE WALL OFF, YOU GOT TO SHUT OFF THE MOST DANGEROUS (M.D. ) 


OFFSIDE VITAL WE GET BACKSIDE SHUT DOWN - VS. 40 STK & 90, HAVE TO 
TACKLE RUN TAG BLOCING WITH YOUR GUARD. 
т=з== =? i 5 = A mum Um a Lue e ME e eR 
1. OPEN TO BC 
QUARTER 2. GET DEPTH ~ HAND OTF AS DEEP AS POSSIBLE 
BACK 3. SET UP FOR PASS 
SPRINT SPOT = ROLL TO NEAR LEG OF PLAY SIDE TACKLE, ACCEPT BALL 
BALL KEY OT'S BLOCK AND FB'S COURSE. PUN TO DAYLITE. VS EXCHANCE 
CARRIER OR OT UNCOVERED. KEY TE'S BLOCK. 
SPRINT SPOT - ΤΑ OP PLAYS IDE TACKLE, CLEAN BLOCK WITH O.T. IF 
REMAINING | NEEDED. NOT NEEDED GO TO SECOND LAYER, BUCK ОР "R". VS 
BACK EXCHANGE KEY TE'S BLOCK FOR CLEAN. VS STUB DOG IX “р” САР LEAD 
ea OUTSIDE. "m 
| ELIMINATE CORNER BACK FROM θε, THIS IS A CUT OFF BLOCK. 
SPLIT - X 
| OCK DEED HY Ὁ STALK AND OCCUPY =- THIS IS А SLOW DEVELOPING 
ο. BLOCK DEI NS STALK А I 


PENES 


OFFSIDE 


(I) TOSS 27 POWER - O 26 POWER - ο 


PAL σποκε 0 


CHOKE 


BLOCKING RULES 
POWER BLOC WITH OTT (PAL)- ALERT 70 DEF, ODD CALL, SOLO DOWN BLOC. 


PY -= POWER BLOC WITH TE (PAL) - ALERT 70 DEF, ODD OR SQUEEZE CALL 
ΕΕ. e M BLOC - ALERT ODD, CAT, MARY - CHOKE, 30 DEP, BUCK TO MAC 

s = AWAY (CHOKE) - M BLOC - MARY - CAT 

JFG τ PULL FOR HOLE, LOOK INSIDE, BUCK TO MAC, TO S.S. 

ETAT PELL... SEAL 


7 == BLOCK DEEP 1/3 
- CUT OFF CORNER BACK 
OB u - 
(o cm SPRINT SPOT - OUTSIDE LEG OF PLAYSIDE TACKLE. I-FORMATION ROLL. 
RED AND BROWN LEAD STEP. FAVOR POWER BLOCK. 
LEAD STEP FOR INSIDE LEG OF TE BLOCK END MAN ON LINE. 


COACHING POINTS 


τὸ... ο  AIÉÉÉYI2É⁄ÉIƏcIIIIQg ⁄G6GTlHI I I I I MM dE s sss 


FORMATIONS: 


SPLITS: 


= ee Ne QR 


TIGHT 
END 


POWER BLOC #2 MAN WITE OTT - STEP WITH NEAR FOOT, AIM FOR NEAR 
HIP - SUSTAIN BLOC AT 45^ ANGLE INWARD - PAL SITUATION FOR 30 

90 DEF. YOU'LL GET A FACE PAST FROM OTT VS 30, LOOK TO COME OF 
QUICK FOR BUCK - 70 DEF.. ODD OR SQUEEZE CALL, PUTS YOU ALONE C 
POWER BLOC F2 MAN. YOU'LL SHOULDES POST THE AU, UU, JU STK EYE 
BALL MAC FOR INSIDE STUNT, HE IS YOURS - NO STUNT, DRIVE D.E. B 


PLAY 
ο... aes & WORK YOUR HEAD TO OUTSIDE TO HANDLE HIM ALONE - CAN USE GOOD: 
POST VS. 30 DEF - ALERT FOR ODD OR SOUEEZE CALL FROM YOUR GUARD 
70 DEF - ODD PUTS YOU DOWN ALONE ON D.T. & SQUEEZE PUTS YOU IN 
" PAL SITUATION WITH GUARD. 
M BLOC #1 MAN, KEEP HIM TO INSIDE, CONTAIN HIM - VS 30, WORK CE 
due ON BUCK, BLOC HIM IF YOU CAN BUT DON'T CEASE HIM, THEN BACK TO 
I ABD VS 70, MAKE ODD, YOU THRU ON MAC, OR SQUEEZE, PAL THE D.T. WITE 
i YOUR OTT - MARY OR CAT CALL BRINGS YOU DOWN ON NOSE, CONTAIN WI 
NO PENETRATION. 
CHOKE BLOC MAC IF UNCOVERED, CONTAIN D.T. - MAC UP TITE MAKE OC 
CALL. ALL DBL. TEAMS ARE OFF. - M BLOC NOSE UNLESS MARY OR CAT, 
CENTER WHICH PUTS YOU AWAY ON D.T. OR WILL. 
PULL, EYEBALL STUB, TURN UP HOLE IF POSSIBLE, LOOK INSIDE FOR 
BUCK OR MAC, THEN GO TO S.S. - IF STUB IS TITE, PULL AROUND, 
OFFSIDE LOOK TO S.S. 
GUARD 
uD n ым с ШЫМ э з бы Sg πω te m 
PULL SEAL. BY SCOUTING REPORT. 
OFFSIDE 
TACKLE 
1. SERIES WILL DICTATE BALL HANDLING 
QUARTER 2. OPEN TO BC (BROWN - RED - I) 
BACK 3. TOSS SERIES - REVERSE AND TOSS TO BC 
4. HAND DEEP AND QUICK TO BC 
5. FAKE BOOT - FROM I FAKE PASS 
. SPRINT SPOT - OUTSIDE LEG OF PLAYSIDE TACKLE - I - FORMATION 
BALL ROLL. RED & BROWN FORMATION LEAD STEP. ALL TECHNIQUES APPLY 
CARRIER ON HANDOFF OR TOSS ACTION, FAVOR POWER BLOCK. 


LEAD STEP FOR INSIDE LEG OF TE. USE 6 & 7 HOLE BO CK 7 
TECHNIQUE ON END MAN ON L.O.S. IF STUB PLAYS TOUGH INSIDE ON 
TE, KEEP COMING, LOOK INSIDE FOR LST SHOW. APPLY 8 & 9 HOLE 
POR BLOCK TECHNIOUE. 


REMAINING 
BACK 
SPLIT - X 


^ OOFFSIDE Da 


THIS PLAY GOES AWAY FROM YOU, SPRINT TO A POSITION TO CUT OFF 
CORNER BACK. ELIMINATE PURSUIT OF CORNER BACK. IF CLOUD OR 
CROWD PADE. 


a EEEE T NT a τν 
i THIS IS A STRONG SIDE 6 OR 7 HOLE PLAY. YOU ARE RESPONSTBLE 
FLANKER - 2 


FOR DEEP pA. PE TAKES TIME TO GET TO YOU, STALK AND OCCUPY 
PEED 01/3. : M 


27 POWER - ο ~ CUTSICE 26 POWER - ο - OUTSIDE 


< 


= < ο 
3 NC 
Γ 
he nd 
E 
^ 
: +0 
PAL CHOKE 
| Wrap εν 
" ОСО ὦ ο 
το 
ODD 
o0 | 
PAL CAT 
l 
[η 
O i 
5 = 50 
PAL-CHOKE-SW 
„B M 
xt. dou Dš : g IN O 
30 
PAL CHOKE ty 
BLOCKING RULES 
= POWER BLOC WITH OTT (PAL)-ALERT 70 DEF, ODD CALL, SOLO DOWN BLOC 
ee POWER BLOC WITH TE (PAL)-ALERT 70 DEF, ODD OR SQUEEZE CALL 
>ú M BLOC - ALERT ODD, CAT, MARY - CHOKE, 30 DEF, BUCK TO MAC 
d AWAY (CHOKE) - M BLOC - MARY - CAT 
DFG PULL FOR 6-7 HOLE, SWING AROUND BOE BLOC, BLOC S.S. 
ee SIFT-SEAL WHEEL-CAT-MARY 
BLOCK DEEP 1/3 
x CUT OFF CORNER BACK 
"s ч 
ac LEAD STEP - OM CROSS OVER - ACCEPT BALL - KEY BOB BLOCK - DON'T 
+ CROWD PULLING CUARD: 
pee BOB BLOCK - 1ST MAN OUTSIDE. TE'S BLOCK N/T LOOK INSIDE FOR 1ST SHOW. 


COACHING POINTS 


FORMATIONS: SPLITS: 


PLAYSIDE 
TACKLE 


POWER BLOC #2 NAN WITH OTT - STEP WITH NEAR FOOT,AIM FOR NEAR 
HIP - SUSTAIN BLOC AT 45° ANGLE INWARD - PAL SITUATION FOR 30,4 
90 DEF. YOU'LL GET A FACE POST FROM OTT VS 30, LOOK TO COME ΟΕΕ 
QUICK FOR BUCK - 70 DEF., ODD OR SQUEEZE CALL, PUTS YOU ALONG ο 
POWER BLOC #2 MAN, YOU'LL SIOULDER POST THE 40, 90, 40 STK, EVE 
BALL MAC FOR INSIDE STUNT, HE IS YOURS - NO STUNT, DRIVE D'E. B 
& WORK YOUR HEAD TO OUTSIDE TO HANDLE HIM ALONE - CAN USE GOOD 
FACE POST VS. 30 DEF - ALERT FOR ODD OR SQUEEZE CALL FROM YOUR 
GUARD VS. 70 DEF - ODD PUTS YOU DOWN ALONE ON D.T. & SQUEEZE 
PUTS YOU IN PAL SITUATION WITH GUARD. 


M BLOC l HAN, KEEP HIM TO INSIDE, CONTAIN HIM - VS 30, WORK 
CHOKE ON BUCK, ELOC HIM IF YOU CAN BUT DON'T CHASE HIM, THEN BA 


A rds TO MAC-VS 70, MAKE ODD, YOU THRU ON MAC, OR SQUEEZE, PAL THE 
D.T. WITH YOUR OTT -MARY OR CAT CALL BRINGS YOU DOWN ON NOSE, 

CONTAIN WITH NO PENETPATION. 
CHOKE BLOC MAC IF UNCOVERED, CONTAIN D.T. - MAC UP TITE MAKE OL 
CALL, ALL DBL. TEAMS ARE OFF. - M BLOC NOSE UNLESS MARY OR CAT, 

Raine WHICH PUTS YOU AWAY ON D.T. OR WILL. 

— T CL OL CE mrs> n a  YL—I I—I ——<O— s o. . 

PULL FOR 6-7 HOLE, AS YOU APPROACH HOLE BE PREPARED TO PULL 
AROUND YOUR FB'S BOB BLOC ON STUB (EMLOS) AND FIND S.S., BLOCK 


OFFSIDE 
GUARD 


—— P o ρθρο. 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


FLANKER - Z 


< 


OFFSIDE 
TIGHT END 


HIM - ANY CLEAN RUN THRU BY LB'ER BE ALERT & BLOCK HIM. 


PULL SEAL BY SCOUTING REPORT. 


SERIES WILL DICTATE BALL HANDLING 


L 

2. OPEN TO BC (BPOWN - RED - I) 

3. TOSS SERIES - REVERSE AND TOSS TO BC 
4. HAND DEEP AND QUICK TO BC 

5. FAKE BOOT - FROM I FAKE PASS 


SPRINT SPOT ~ OUTSIDE LEG OF PLAYSIDE TACKLE - I - FORMATION 


FORMATION LEAD STEP. ALL TECHNIQUES APPLY 
FAVOR POWER BLOCK. 


ROLL. RED & BROWN 
ON HANDOFF OR TOSS ACTION, 


USE BOB BLOCK TECHNIQUE ON 
INSIDE ON TE, KEEP 
HOLE BOB BLOCK 


LEAD STEP FOR INSIDE LEG OF TE. 
END MAN ON L.O.S. IF STUB PLAYS TOUGH 
COMING, LOOK INSIDE FOR 1ST SHOW. APPLY 8 & 9 
TECHHEIOUE. 


POSITION TO CUT OFF 
Ir CLOUD OR 


SPRINT TO A 
OF CORNER BACY. 


COES AWAY FROM YOU. 
ELIHMINYATE PURSUIT 


THIS PLAY 
CORNER BACK. 
CROWD FADE. 


THIS ES A STRONG SIDE 6 OR 7 HOLE PLAY. YOU APE PESPONSIELE 
FOR DEEP 1/3 - IT TAKES TIME TO GET TO YOU, STALK AND OCCUPY 
DEEP ]/ : 


36 BIM-O 


BLOCKING RULES 
INSIDE RELEASE SS 
BLOC 1ST MAN INSIDE, ON OR OFF LOS - TACO 
DO DAD WITH OTT - MARY - TACO (M) 
AWAY BLOC (MARY) - TACO 
PULL, BLOCK WILL 
SHUTOFE MAN ON 
CUT OFF CORNER BACK 
OPTION DLOCK 


SPRINT SDOT — FAR Í 
CARI 


| „ЕС OF CENTER, LEAD STEP, 
READ TRAPPING GUARD 
SI 

` 


SPRINT SPOT - OUTSIDE LEG OF PLAYSIDE, l C h 
CALL; UST ΕΡΕ BACKER, VS VILE DOG LOCK 


ON CROSSOVER, COME FLAT 


CREE 


πι 


a 


| 


D 
E 


IM BLOCK DESALERT BAT 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


COACHING POINTS 


SPLITS: 


INSIDE RELEASE, SLAM STUB TO S.S. - IF STUB FIGHTS TOUCH 
STAY ON HIM, IF YOU HAVE TO - KEEP HIM FROM QUICK INSIDE 
PURSUIT. 


PAL BLOC WITH YOUR GUARD WHEN HE IS COVERED - 90 DEF EXPECT ΤΟ 
HANDLE D.T. ALONE AS YOUR GUARD WILL SLAM HIM THEN THRU ON MAC- 
BUBBLE YOUR SIDE, DRIVE THRU INSIDE TO BLOC MAC - TACO BLOC ON: 
USED VS 30, ἃ 50 DEF; PUTS YOU FLAT INSIDE FOR A STEP, ANGLE Τι 
NOSE. PAL WITH YOUR OCN ON NOSE & BUCK/STUB - MUST MAKE QUICK 


READ ON H 
me 


PAL BLOC WITH YOUR OTT WHEN YOU ARE COVERED, DRIVE INTO D.T. 


PLAYSIDE WITH OUT. SHOULDER, KEEPING EYES ON LB'ER FOR INSIDE STUNT, N 
GUARD STUNT, WORK BACK TO YOUR D.T. TO HANDLE HIM ALONE. BUBBLE ON 
YOU, MARY CALL, PUTS YOU DOWN ON NOSE, NO PENETRATION. PAL ΒΙΟΙ 
TYE AOS BOgHITB;YOUR OCN UNLESS OCN CALLS TACO, THIS PUTS YOU 
BLOC AWAY ANYTIME YOUR OFF GUARD IS COVERED, CANNOT ALLOW ANY 
PENETRATION, GET HEAD IN FRONT OF D.T. PAL BLOC WITH YOUR 
CENTER PLAYSIDE GUARD VS 30 & 50, THE TACO CALL WILL ALSO BE USED VS. 
: THE 30 & 50 DEF, THIS IS REALLY A PAL BLOC OF SORTS BETWEEN YO! 
& THE PLAYSIDE TACKLE. MARY BLOC IS YOUR TOUGHEST, DO IT 
CORRECTLY. 
GIVE GROUND ON 2ND STEP TO CLEAR BIM BLOC - KEY BIM BLOC & TAX: 
BEST PATH TO WILL - ALERT 90, WILL PROBABLY TURN UP ON WILL. 
OFFSIDE 
GUARD 
SHUT OFF D.E. - ZONE STEP DOWN YO HELP OCN ON TOE DEF. 
OFFSIDE 
TACKLE 
WM κε κ σπα 
1. OPEN AND DROP DEEP, BC WILL COME UNDEPNEATH YOU. 
QUARTER 2, SET FOR PASS. 
BACK 
SPRINT SPOT = FAR LEG OF CENTER, FLATTEN OUT ON CROSSOVER STEP 
BALL READ TRAPPING GUARDS BLOCK, DON'T CROWD PULLING GUARD. RUN 
CARRIER DAYLITE. CP: THIS UNDERNEATH BALL HANDLING. 


———————————————— 


REMAINING 
BACK 
SPLIT - X 


FLANKER - 


SPRINT SPOT - OUTSIDE LEG OF PLAYSIDE TACKLE BIM BLOCK DE, ALE: 
BAT CALL, BLOCK 1ST INSIDE BACKER = ALERT WILL DOG, BLK WILL, 
ALLOW NO COLOR TO CROSS YOUR FACE, WHEN WILL IS "L" POSITION 
90-40 STACK - 40L = ALERT TO BLOCK DE OUT. 


THIS IS AN OPTION BLOCK. READ FORCE AND BLOCK MOST DANGEROUS 
MAN. 


CUT OFF THE CORNER. CP IF CORNER BACK IS IN A CLOUD OR CROWD 
POSITION, RUN FADE ON HIM. 


OFEFSITDE 


90 90 


M W Td a1 
_ E T T XE. 5 
do e 045 gc 
Ο O 
50 | 40 STACK 
M 1 W W 4 \ t B V 
à 


30 30 


BLOCKING RULES 


DOWN BLOC 22 

DOWN BLOC #1 - SHOULDER POST #2, 90. 50 & 30 DEF - ALERT EVEN 40 ST 
С TRAP #3 INSIDE-OUT - POSSIBLE LOC 

M BLOC #0 (POWER SNAPPER 70, 50 & 20 DEF) OVERBLOC. 40 STK-EVEN CALL 
M BLOC =l (POWER SNAPPER WITH OCN VS 70, 30 & 50 DEF, TAG 90 

M BLOC HOST DANGEROUS - TAG 90 DEP. 


BLOCK DEED 
CUT OFF CO 


1/3 


LEAD. STEP 
FB BLOCK 


SPRINT SPOT 


ПМЕН BACK 
_ ON CROSS OVEP - GAIN GROUND - KEY PLAYSIDE GUARD & 
- TE'S OUTSIDE LEG = BLUFF-END MAN ON L.O.S. € BLOCK 


COACHING POINTS 


FORMATIONS: SPLITS: 


DOWN BLOC 55 - STOP NEAR FOOT - AIM HEAD SLIGHTLY IN FRONT - ST 
TIGHT HIM, MOVE HIM, SUSTAIN. PAL BLOC THE 90, 30 & 50 DEF, WITH YOU? 
END OTT: : 


FF F m. ομως ο ο a 
DOWN BLOC 51 - STEP NEAR TOOT - A744 SLIGHTLY - STOÐ HIM, ALLOW 
PLAYSIDE NO PENETRATION, SUSTAIN HIM - CAN GO TO REVERSE BODY - SHOULDER 
TACKLE POST 30, 90 & 50 DEF., EYEBALL LEB ER, 1ST RESPONSIBILITY, YORK 
TO TAKE OVER #2 AS ILB'ER DISAPPEAPS. 


G TRAP EMLOS - TAKE GOOD IN-OUT ANGLE, DRIVE HIM OUT ON CONTACT 
PLAYSIDE ALERT FOR POSSIBLE LOG - IF -3 HAS UPFIELD CHARGE OUT OF YOUR 
3 DATH, LET HIM GO TO FB, YOU TURN UP ON S.S. 


GUARD 
M BLOC #0 - DRIVE FOR GOOD CUTOFF ANGLE ON MAC IN 40 DEF. RUN 
POWER SNAPPERS VS 30, 50 & 70 DEF. - VS 40 STACK, MAKE EVEN CALI 
CENTER TO P.T., PUTTING HIM ON MAC & YOU ON D.T., MUST STAY UP, RUN 
WITH HIM. 
CONTAIN #1 ON LOS, DON'T LIFT HIM PURSUE - RUN POWER SNAPPER VS 
OFFSIDE 30, 50 & 70 DEF - MUST TAG 90 DEFENSE. 
GUARD 
SIFT TO MOST DANGEROUS ON ALL DEFENSES EXCEPT THE 90 DEF. - UST 
OFFSIDE RUN TAG WITH YOUR GUAPD. 


TACKLE 


1. OPEN TO B.C. 
QUARTER 2. GET DEPTH AS OUICKLY AS POSSIBLE 
BACK 3. HAND OFF. FAKE BOOTLEG. 


SPRINT SPOT - TE'S INSIDE LEG - ON CROSS OVER ACCEPT BALL - 
YOU SHOULD BE GAINING GROUND. KEY PLAYSIDE GUARD AND FBI'S 
BLOCK ON END MAN ON LINE - RUN τὸ DAYLITE. 


BALL 
CARRIER 


SPRINT SPOT - TE'S OUTSIDE LEG - BLUFF END MAN ON LINE - BLOCK 
REMAINING | ΕΟΡΟΕ - ALERT - IF END MAN ON LINE CROSSES YOUR FACE, BLOCK HIN 
BACK THE GUARD WILL TURN UP INSIDE - GET GOOD INSIDE OUT POSITION 

TO DEFINE GUARD ASSIGNMENT. 

a ce N E ταν S A RR 2 SS RR 
SPRINT TO ELININATE PULSUCT OF COCNERBACK. THIS IS CALLED А 
SPLIT - X [CUT OFF BLOCK. 


RELEASE FROM ο νο AND BLOCK БЕРЕ 1/7. 


FLANKER - 7 - 
νυν: ιο =a === 

OFFSIDE ; 

TIGHT END 


~) 


8-9 HOLE AND BLOCKING SCHEMES 


RED - 28-29 BOB SWEEP 

BROWN - TOSS & SLANT 38 & 39 
I — VEER 28-29 

I - 28-29 TOSS 


FLANK - TOSS 38-39-TG 


100! 


SWEEP 29 BOB SWEEP 28 BOB 


uy 


SNAPPER 70 TOE SNAPPER 
а 2-74 M LJ tay 
SAE L r= а ECC 
oO С) @ | 


ET 5 T 
OOS O 


SNAPPER 50 


SUB м 
Se. LA сш 
G 
ο INTO: 
30 


PAL SNAPPER Ж. М PAL 
BLOCKING RULES 
v |. DOWN BLOC #2 MAN - HOOK 70E & 50 - PAL 90 & 30 WITH OTT 
PT - BLOC ODD OR EVEN - PAL THE 90 & 30 DEF WITH TE. 
PG - PULL DEEP, BLOC FORCE 
C  - ODD, EVEN, M & SNAPPER 
OFG - PULL, SECURE BOB BLOC, CLEAN UP, BLOC INSIDE PURSUIT - 
OFT - SEAL 
Z - BLOCK DEEP 1/3 
ç - CUT OFF CORNER BACK 
QB 7 


SPRINT SPOT - SIDELINES - DRIVE LATERALLY = ACCEPT BALL 
BELLY = BEAD ROB. BLOCK RUN DAVLITE. 


SNAPPER NOSE 


RB 7 sPHINT SPOT - OUTSIDE LEG OF Tb - LEAD STEP - BLOCK END MAN ON 


LOS. ALERT EXCHANGE LOOK. SIGHT ADJUST. WITH a E 


COACHING POINTS 


“ORMATIONS M SPLITS : 
DOWN BLOCK £2 MAN - STEP WITH INSIDE FOOT, AIM SLIGHTLY IN FRON 
TIGHT ALLOW NO PENETRATION - ALL YOU HAVE TO DO IS KEEP HIM THEPE - 
END | SHOULDER OR REVERSE BODY BLOC ARE GOOD - PAL, READ QUICKLY ON G. 
GIVE OTT LITTLE HELP. GET TO ILB'FR - HOOK EMLOS VS 70E & 80. 
ALERT FOR OCN'S ODD OR EVEN CALL - DOWN BLOC ON D.T., ALLOW NO 
PLAYSIDE PENETRATION, STEP WITH INSIDE FOOT, AIM SLIGHTLY IN FRONT - KEE: 
TACKLE HIM THERE WITH REVERSE BODY OP SCRAMBLE - EVEN - DRIVE THRU & 
SQUARE UP ON MAC VS 34 & 90, PAL BLOC WITH TE, EYE BALL ILB'ER 
YOU POST D.E. 
PULL WITH IMMEDIATE DEPTH TO CLEAR BOB BLOC OF BACK - ONCE CLEA. 
T z 
Baap FIND FORCE & BLOC HIM. 
GUARD 
MUST MAKE CALL TO PLAYSIDE TACKLE - ODD IS PREFEPRED CALL (ALSO 
AUD) - SPACING OF D.T. & MAC WILL DETERMINE YOUR CALL - VS. 
ον. STRONGSIDE ODD DEF. МАКЕ SNAPPER CALL WITH OFF GUARD = ODD CALL 
š BLOC #0 MAN. PROTECT PLAYSIDE - EVEN CALL, REACH (OVER BLOC) #1 
MAN ONSIDE. 
"NEUEM a ee л л i n Sn 
PULL PARALLEL, THEN SLICHT FADE FROM LOS - CLEAR ALL BLOCS, 
opero CHECK BOB BLOC - IF CLEAN, TURN INSIDE, BLOC PURSUIT. ALERT, 
| HAT CALL TO OFF TACKLE IF #1 MAN IS IN САР. 
GUARD -- 
ο ο ο ы S SERMONES ER PINTOR κ тл ατα 
SEAL - PULL WITH OFF GUARD = BLOC IST MAN TO INSIDE - VS ODD, 
OFFSIDE LISTEN TO CALL, M CALL, SEAL BUBBLE, TURN BACK ON WILL - SNAPPE: 
TACKLE CALL, WORK SINGLE WALL OFF ON M.D. 
——— M ——— M MÀ A OIIK“-— syr nrIr— —_——_——_———_—————————— 
1. OPEN TO BC | 
QUARTER 2. HAND OFF DEEP & OUICK - SEAT THE BALL 
BACK 3. FAKE BOOT 
4. CHECK REVERSE 
Ni SPRINT SPOT — SIDELIXE - DRIVE PARALLEL - SLIGHT BELLY AFTER 
BALL RECEIVING BALL TO ALLOW LEAD GUARD TO CLEAR FB'S BLOCK - KEY 
CARRIER BOB BLOCK - RUN DAYLITE. 
SPRINT SPOT - LEAD STEP OUTSIDE LEG OF THE BLOCK END MAN ON 
REMAINING {LOS - ALERT EXCHANGE LOOK. READ TE'S BLOCK FOR ADJUSTMENT. 
BACK 
| SPRINT TO ELIMINATE DCTRSUTT O7 COPNEE BACK - THIS IS A CUT OFF 
SPLIT e x |BLOCK. 
p - η 
[BLOCK DEEP 1/3. THIS Is A SLOW HITTING PLAY STALK AND OCCUPY 
FLANKER - : 


DEEP 1/23. 


OTFSGTnhF 


SLANT 38 TOSS 39 


- 7 5 š Αα. š 5 ©. c 
Bo hasa y 1 z 5 
S ΕΤ T E 
CO OOSOO JO 


EAT 


T S 90 90 P.S EAT 
P 5 [ο N Mm A 
E p or E E DUE des 
dd 05 o |o COMODO ο 
ТАС 50 40 STACK 


BLOCKING RULES 


ç = S.S. - ЕАТ 
PT - м BLOC FOOE #2 MAN - TAG - (3 OF 4 CALL) 
PG - M BLOC šl MAN - TAG - O.P. (OPTION PULL) - СОС 
e - N BLOC #0 MAN - СОС - P.S. - SNAPPER. 
c 


ORGY = κ BLOC 51 MAN - TAG - 5.5. ~ SUNPDEE Ὁ 5 
(ue στ ΕΟΟ PS RAN ο ENT AC 
z = CUT OF? CORNER EACK 


N Ë OPTION PLOCK FORCE 


QB 7 
gr τι, ο, STEDUSOENSDOE ο ο з с. 
RB 7 EAD STEP - DIOCK #1 NAN OUTSIDE IN 


COACHING POINTS 


AMATIONS: 


SPLITS: 


MERECE μμ μυ μα μου x= s= == s ο 


INSIDE RELEASE, SLAM STUB TO 5.5. - 


UT 
TIGHT | BLOC WITH YOUR OTT, TAKE GOOD ANGLE 
=ND lp M 


pasi 


DE aes STUER TITE; RUN EAT 
TO GET ΡΡΟΡΕΣ CUT OFF GN 


— n r 


M BLOC т2 HAN, HOOK HIM - DRIVE FACE FOR OUTSIDE š, STAY UP ON 


PLAYSIDE HIM - VS 40 STK & 90 DEF, DRIVE THRU & BLOC WILL ΙΤ D.E. IS TOO 
TACKLE WIDE TO HOOK - 3 & 4 CALLS WILL BE MADE TO YOUR GUARD BY D.E. 


ALIGNMENT TO SET TAG GR OPTION PULL 


BLOCS. 


ee ο πο tt A tt 


ii BLOC πι MAN - FIRE FOR OUTSIDE ἃ, HOOK HIM - CAN RUN COG VS 
SIAYSTDE THE 40 STK - BUBBLE ON YOU, ALERT FOR 3 OR 4 CALL FRCM OTT TO SE: 
GUARD YOUR TAG OR OPTION PULL - COT TO KEEP FEET & PUN WITE YOUR ΜΑΝ 

ION CONTACT. 

M BLOC #0 MAN - FIRE FOR PLAYSIDE š, HOOK HIM - T'S TITE, MAC 

DEEP, RUN COG WITH YOUR GUARD - ON TOSS VS 30 OR 90, RUN SNAPPER, 
CENTER ESCAPE YOSE TO GET ON MAC (OR BUCK) CLEAN - CUT OFF PURSUIT... 


MEIN ——— c LE lii 


M BLOC #1 MAN - KEEP HIM FROM PURSUING - CAN BUTT WHEEL OR 
SCRAMBLE - TAG WILL BE USED WITH YOUR TACKLE VS 7CE - BUBBLE οἱ 
OFFSIDE YOU, "M" CALL FROM ОСМ, YOU HAVE TUE OPTION OF PULLING AROUND 
GUARD OCN OR COING STRAIGHT THRU FOR LE'ER - IT ALL DEPENDS ON SPACING 
& DEPTH. 


re aaaea 


IM BLOC #2 MAN - SHUT HIM OFF - WIDE 


D.E. OR TITE STUB, WE WILL 


OFFSIDE EAT BLOC WITH TE, VITAL WE CUT OFF BACKSIDE PURSUIT. 
TACKLE 
jl. SERIES WILL DICTATE BALL HANDLING 
QUARTER 2. TOSS - REVERSE QUICKLY & TOSS BALL TO BC WITH SLIGHT LEAD 
em 3. TARGET IS BC JERSEY NUMBER = SARE SUPE BALL IS CAUGHT 
: 4. SLANT: REVERSE PIVOT TO FB 
5. MEET FB AS QUICK & DEEP AS POSSIBLE 
Thassos  — ETSE 
SPRINT SPOT - INSIDE LEG OF PLAYSIDE TACKLE, ON CROSS OVER - 
BALL FLATTEN TOWARD SIDELINE. THREATEN CONTAIN - RUM DAYLITE - TOSS 
CARRIER ACTION - SPRINT SPOT SIDELINE, COME FLAT ACCEPT TOSS RUM DAYLITE. 
ü ISPRINT SPOT OUTSIDE ἡ OF 7l MAN. ΠΟΟΚ BLOCK HIM.  STAY UP ON 
SOFT BACKER. MAINTAIN CONTACT. SLANT ACTION DO NOT CUT A 


REMAINING 
BACK 
OPTION BLOCK FORCE PUSE OPT LOS AND 
SPLIT - X . + 


‘CUT OFF CORNER BACK. SPRINT TO ELT 


CHARGING BACKER. TOSS ACTION YOU MAY CUT MAN. 


READ ii.D.!1. 


RERO ο μμ μμ ο μμ RE 
ΤΗ ΕΠΙΑΤΕ CORES Б/СЕ FROM PUSSU 


VEER 29 Vink 2o 


1 
Ω 


! 
©} 


A he) O -O 6x7 


л D 42 
u С) uU 


BLOC ΓΜΙΟΣ 

M BLOC = TAG 

{ BLOC - COG - TAG 

di BEOC-S COG. ρε 
M BLOC = P.S. = TAG) 
WALL OFF MD - TAG 
BLOCK DEEP 1/7 

CUT OFE CORNEL 


SPRINT SPOT - TA Ee OF bLAVVSIDE GUSE DE Pe een 
THREATEN ο HOLE. VEER OUT TO $$ п Hc he 
SPRINT anat 


кек REI o Rep e 
AUN DA EEFE: 
ο OR DEA τ, GPAD O PHPP ATEN OC ΠΡ 


© EOS 


«ον ro" 


COACHING POINTS 


FORMATIONS: SPLITS: 
p a a c T... U 


TIGHT 
END 


M BLOC EMLOS DOWN HIS MIDDLE - BACKFIELD ACTION COULD PEAY HIM 
SLIGHTLY INSIDE (SHERE XE VANT PIU) = STA" ON EIN. SUSTAIN VOUD 
BLOC. DON'T LET HIM SPIN BACH INSIDE - DESTORIGUTENIWXC sopce ` 
JUST ROLL UD! OUT, STAY OX HDT! e DON'T EVER PUT EFAD TO OUTSIDE 


“κακο ο и-н ee a ae ee RE RGA Rio Sa AP NG) ρύπανσης σετ ο το ατα πτώσεις ЗЧ СНЕ προ eee 


PLAYSIDE 
TACKLE 


M BLOC #2 MAN - AIM FOR HIS MIDDLE - BACKFIELD ACTION COULD DRA 
HIM SLIGETLY INSIDE = STAY ON RL; cbe til YOUR BLOC = TAC CALL 
WILL ONLY LEAVE DE CUICKLY IF ΠῚ AS INSIDE CEAXRGE = STAY “ITH 
YOUR (GUND AN ETL -CONCER BETONE ΞΟ CAT GET. ΠΤ NORA 
CHARGE - DON'T PUT HEAD TO OUTSIDE CVE ON IST CONTACT. 


PLAYSIDE 
GUARD 


‘BLOG SL MAN = AIM FOR OUTSEDI C, EXDLODE OX CONTACT, MOVE- HIM 
GET POSITION, FIGHT HIS PRESSURE - COG TEE 40, CIVE D.T. A GOOD 
SHOT, THEN COME OFF ON МАС - TAG WILL NOT BE NOMMAL STEP BUT 
MORE LIKE ZONE STEP. DOn"g WANT “PO. TID TER. RENY 


CENTER 


М BLOC 20 MAN - AIM FOR PLAYSIDE £s, CO FOR GOOD CUTOFF - IF YOU 
CAN'T GET GOOD POSITION, DRIVE МАС BY THE HOLI. DONED SNAPPER 
"^ COG WILL BE RUN. | 


OFFSIDE 
GUARD 


OFFS IDE 
TACKLE 


t BLOC #1 MAN - SHUT Hi OFF Fras DETSUTNG, PLAY CAN CUT BACK 


SQ VORK TC: SUSTAIN = POWER ο ΑΠΣ ἜΤΙ, Sis ΤΕ STi VOUS OON x 
TAG VITH YOGI ORT TACKLE SW XO ET ee 


SINGLE WALL OFF "OST DANGEPOUS - VITAL WN GET ολο τω PURSUIT 
CUT OFF - WILL HAVE TO TAG TEL 90 2 40 STK LET WITH YOUR OFF 
GUARD. 


RENE ÉIÉéW⁄ÉII€IIIII€IIIIIII |] K E ο  Αὖὐ Ἆο ο ολ. ———— — 


QUARTER 
BACK 


BALL 
CARRIER 


OPEN TO BC 

GET DEPTH TO HAND OFF AS CUICK AND DEEP AS POSSIBLE 
HAND OFF 

SET FOR PASS 


+ C [9 — 


SPRINT SPOT. = EXPLODE: TO TAIL OF PLAYSIDE GUARD — THREATEN 4 & 
HOLE. 2:3 YDS FROM LOS - SPRINT FOR 8 & 9 HOLE = RUN DAYLITE. 
NOTE: PLAY SHOULD LOOK LIKE 21 & 25 M LEAD. 


— ο μμ μμ μου μμ μμ U U U U U ....LLLLLL..LL..LLLLUUU—— A m ———MM————————————— 


REMAINING 
BACK 


SPRINT SPOT = TAIL OG PLAYSIDE-GLARD ~ THREATEN 4 & 5 HOLE -~ 
SPRINT FOR 8 & 9 HOLE. BOSS BLOCK FORCE. ALLOY ХО ONE TO 


CROSS FACE. NOTE: PLAY SHOULD LOOK LIKE 24/25 M LEAD AT START 


THIS IS A STRONG SIDE PLAY - SPRINT TO CUT OFF CORNER BACK. 


SPLIT - X 


FLANKER - Z 


OFFSIDE 


ELIMINATE CORNER BACK FROM PURSUIT. 


- E πι αν ων πα νι КЫ REIR Sms 


BLOCK DEED 1⁄2 - BYPASS FORCE. 


SNAPPER το TOE SNAPPER EAT 
M | wl M 
Шор có 5 ὦ 
TAG TAG 90 | 90 TAG TAG 
5 UE x M 
552 δ᾽ ο 
TAG * SNAP 50 40 STAC TAG σος 
1 
ТАС syap 30 30 SNAP TAG 
BLOCKING RULES 

š - M BLOC - HOOK EMLOS - X 
pr - M BLOC - HOOK #2 MAN - X 
pG s M BLOC - HOOK =1 MAN 
c  - M BLOC - COG - SNAPPER 
OFG - M BLOC - SNAPPER - TAG 
OFT - SINGLE WALL OFF (MD) - TAG 
z = BLOCK DEEP 1-3 
xo omo CUTOFF CORNER BACK 
QB 7 
BC = DRIVE TO HOLE CALLED = у GROUND. ACCEPT BALL RUN DAYLIT 


BB 7 DRIVE TO HOLE CALLED ~ GAIN. GROUND, BOSS BLOCK, ALLOW NO ONE TO 


RMATIONS: 


PLAYSIDE 
TACELE 


PLAYSIDE 
GUARD 


OFFS IDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING | 
BACK 


SPLIT - X 


| 


ru delicia a ac eet uuu µου 


FLANKER 253 


COACHING POINTS 


SPLITS: 


HOOK HIM - FIRE FOR OUTSIDE 5 OF STUB OR D.E. — 


M BLOC #3 MAN - 
KFEP HIM INSIDE = SUSTAIN - ALERT "X" CALL BY OTT, DOWN BLOC 
THE 1ST MAN TO YOUR INSIDE - ALSO EAT CALL VS TOE, YOU & OTT Bt 
BLOC THE D.E. & STUB. 


M BLOC =2 MAN - HOOK HIM - FIRE FOR OUTSIDE 7 & TURN HIM TO INS. 
IF HE WIDENS, STICK WITH HIM - "X" CALL DEPENDS ON WIDTH OF D.E. 
STUB-"X" BLOC, DROP STEP PULL, GET HEAD AROUND, FIRE FOR OUTSID: 
RUN WITH HIM, 8-9 TOSS TAG, AIM FOR OUT ARMPIT, YOU'LL STAY UNLE: 
IMMEDIATE IN SLANT, PICK UP LB'ER - YOU & GUARD BUDDY BLOC. 


M BLOC 51 MAN - HOOK HIM - FIRE FOR OUTSIDE # & TURN HIM TO 
INSIDE, CONTAIN HIM - COG WITH OCN IS A QUICKER RELEASE FROM D. 
GIVE OCN SOME PUSH HELP AS YOU GO THRU TO BLOC MAC, TRY TO FACE 
UP ON MAC, IF NOT, DOG HIM - TAG WITH OTT, NOT QUICK, TYPE, PULL 
FOR POSITION, READ LB'ER & D.E., STAY INSIDE YOUR OTT & BUDDY 
BLOC WITH HIM. | 
M BLOC 5ο MAN, DRIVE THRU FOR GOOD CUTOFF ANGLE ON MAC OR COG 
WITH YOUR GUARD - GOT TO GET FLATTER & PAST THE D.T. FOR POSITIC 
AS YOUR GUARD CAN'T GIVE YOU MUCH HELP ON D.T. “= POSSIBLE SNAPPT 
VS 40 or 40 STK, PULL FOR MAC - VS 70, 7OE 30 & 50, RUN PURE 
SNAPPER BLOC, ESCAPE NOSE. UNLESS SLANT TO PLAY, GET POSITION О 
MAC, SUSTAIN OR CHASE, DON'T GIVE UP. 


M BLOC #1 MAN - CONTAIN HIM - USE B.W. ON HIM OR SCRAMBLE, JUS? 
KEEP HIM THERE - SNAPPER VS ODD, PULL FLAT, TRYING TO GET TO 
OCN'S FAR FOOT, READ NOSE, TO DETERMINE YOUR BLOC - ALERT FOR 
MAC ON BACK DOOR - TAG THE 40 STK & 90 WITH YOUR OTT - THE TYP.. 
PLAY & HOLE DETERMINE THE TYPE τὰς WE USE. 


WALL OFF D.E. OR WILL (MOST DANGEROUS) - RUN TAG WITH YOUR Grae. 
VS 40 STK & 90 - PULL FLATTER FOR THIS TAG, VERY LITTLE HELP 
FROM YOUR GUARD. 


REVERSE QUICKLY AND TOSS BALL TO BE WITH SLIGHT LEAD. 
TARGET IS BC'S JERSEY NUMBERS 

MAKE SURE BALL IS CAUGHT 

FAKE PASS 


> ΟΝ D 


DRIVE TO HOLE CALLED - GAINING SLIGHT GROUND, ACCEPT TOSS, KEY 
TE'S BLOCK - BE READY TO MAKE BREAK QUICKLY. YOU SHOULD BE 
COMING DOWN HILL ON TOSS. DON'T STRING PLAY TO SIDELINE 


š ο... a —— ———————m — 
DRIVE TO HOLE CALLED - GAIN GROUND - BOSS BLOCK FORCE - ALLOY М 
COLOR TO CROSS YOUR FACE. ATTACK OUICKLY TO DEFINE HOLE. 


M 
THIS IS X STRONG SIDE PLAY = SCL? TO CUT OFF CORNER BACK - 
ELIMINATE CORNER BACK FROM PURSUIT. 

mec" E E ыы ышы 


YOU ARE TO BLOCK DEEP 1/3 - BYPAGS FORCE. 


manaog oco 7US A js. Ж 
1055 VL kur νο . >, Lt 


SNAPPER 
BLOCKING RULES 

Y DOWN BLOC #2 MAN "YOU" CALL TO WING - HOOK #3 VS 50 4 70E, "ME" CALL 

pT - PULL, BLOC FORCE 

Se: &. “Ab ο sl MAN = OPTION PULL cue OR BUCK - PULL, BLOC FORCE VS 50 DEF 

c - MBLOC #0 MAN - COG = SNAPPER 

See “MOBLOG ei MN ce SAREE © TAG - OPTION PULL 

opr - SINGLE WALL OFF (MD) - TAG o0 & 40 STE 

z = CUT OFF SECONDARY MAN 

«= CUT OFF SECONDARY MAN 

св = DOWN 


id - DLL ο z Αμα LINE vo ACCEPT TOSS REY PULLING TACKLES BLOCK, RU 


COACHING POINTS 


" RN M MM CM ee ee CC M M CHI CV ECKE MCN LC NC REC OL E CC 
| 


YRMATIONS: | | SPLITS: 

P DOWN BLOC 22 MAM - MAKE "YOU" CALL TO CLOSE MAN TELLING HIM TO 
TIGHT | BLOC EMLOS, THAT YOU ARE ELOCKI*"G DOWN - VS 50 DEF, IF D.E. IS 
END TITE ON YOU, КАКЕ "МЕ" CALL TO CLOSE МАМ, TELLING HIM TO CO 


AROUND FOR LB'ER & YOU WILL HOOK EMLOS., 


PULL & BLOC FORCE - VS. 50 DEF, YOU VILL NOT PULL, 
PLAYSIDE ⁄ 
TACKLE 


TAY & HOOK L 


O rC nn nT. 


N, YOU WILL JUMP TURU FOR 


YOU, OPTION 


M BLOC oe MAM - COC CAN EE CALLED BY ος 
PLAYSIDE MAC CIVINC YOUR OC? MINIMAL UELP ON D.T. - BUBBLE OM 
GUARD PULL, FOR IB'E R OVER YOU - VS 50, YOU WILL PULL, PEDLACIKC OTT, 


: & BLOCK FORCE. 


___________ E l ur. — —— 9 3— —  — BNnjh N Ü — y ——— 


VERSION SINCE THE PLAY IS A TOSS & 27 TEE 8-9 EOL 


CENTER GETTING HEAD TO D.T.'S FAR LEG BEFORE BLOCKING = VS 
CALI, "SNAPPER", JUMP TERU POR MAC, AVOIDING NOSE CONT 


HE SLANTS INTO YOU, THEN Ετος HIM. 


МО BLOC £0 MAN — GO FOR GOOD CUT OFF ANGLE - COG ον IS A QUICKE 


KE 


PULL FLAT, 


70, 70E & 30 


ACT UNLESS 


A ————— M ———————— 


M ELOC #1 MAN - CO FOR COOD SHUT 
DER Les YOUR OGF; CE 


OFF ELOC GET CO EE QUICKLY, 


OFFSIDE STOP BACKSIDE PURSUIT - SNAP COOD POSITION 
GUARD ON NOSE WITH A DLAT PULL = IF NOSE COMES YOUR παν, YOU'VE COT 
ΕΤΟΣ, η Hz COES το OCK EYEEALL MAC ON THE MOVE, EE IS YOURS TO 
BLOC - AC WITH OTT VS 90 & 40 STK. 
SINGLE WALL OFF, ELOC N.D. - VS THE 90 & 40 STK, YOU'LL PUN TAC 
OFFSIDE WITE YOUR GUARD - REMEMBER, GUARD WON'T CIVE νου MUCH HELP DUE 


TACKLE TO WIDE PLAY. 


| Ἡ 5I /Óóoób8 


1 REVERSE QUICKLY & TOSS BALL TO BC WITH SLIGHT LEAD. 


QUARTER 2. TARGET IS BC JERSEY NUMBER - MAKE SURE BALL IS CAUGHT 
BACK 


| h w KL KX w Y EITWWT ss 


BALL TACKLES BLOCK ON FORCE MAN = RGN TO DAYLITE. 
CARRIER 


ο ------Γ---------------------------- 


SECOND TIGHT END. WHO IS IN A CLOSE POSITION (FLANK 


SPRINT SPOT - SIDELINE, OPEN TO ACCEPT TOSS FROM OB 


—————— LLLLlLLUUUUID——— —— 


KEY PULLING 


ГОРМАТТОМ) 


REMAINING ‘BLOCK “ΛΝ OVER TICHT EMD - IP YOU БАР "ME" CALL FROM T.E. HE 
BACK WILI Ετος MAN OVER ANN "CTOSE" POSITION CO TO ΤΕΤΡ EACKEP. 


CUT OFF SECONDARY HAN OVER YOU. 


το OPF SECONDAPY МАГ OYER VGL. 
FLANKER ες 


bo 


oJ 


MASTER LIST FOR DRAW 


21 + 30 QUICK DRAW 
24 & 25 LAY DRAW 
34 & 35 LEAD DRAW 


STATUE AT 8 & 9 


311051 


21 QUICK DRAW 30 QUICK DPAW 


BLOCKING RULES 


- BLOC EYLOS - DON'T LET HIM INSIDE 
PT - PLASE M ELOC #2 MAN - TAKE 


PG - PLASE K ELOC #1 YAN - TAKE 
C - FIASE M ELOC $0 KANO 

Όσα = Pras! M BLOC #1 FAN 

ОРТ - SPF eee SINCLE NALL OTP N.D. 
Z — ^ BLOCK ОК REACTION 


X — ^ PLOCK ON DEACTION 


BC - OUICK SET TO LEAP:LEC ОГ CALL SIDE СЫЛОО - VS EVEN KEY CUADPD - 
VS ODP KEY CENTER 
RB ^" SPPINT FARD TO SIDE LIME UEAK SIDE - LOCK BACK TOR EALL. 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 


BACK 


SPLIT - 


COACHING POINTS 


SPLITS: 


ELOCK EMIOS - DON'T LET KIN INSIDE. 


SHOW PASS, INVITE D.E. TO OUTSIDE — WORK FOR POSITION AUICKLY, 
DO NOT LET EI: POLL БАСК INSIDE - ID HE TAKES AN INSIDE PUSE, 
SEUT IT OFF IMMEDIATELY, COLLAPSE FIM, KO PENETRATION - ΠΑΝΡΙΕ 
STUNTS WITH AREA PICKUP - CAN TAKE BLOC THE 50 REF, BUST PE 
QUICK COKINC AROUND CUAPD TO LE'ER. 


SET CUICKLY - TAKE Б.Т. WIERE FE WANTS TO CO, DO MOT ALLOW MUCH 
PENETPATION - VS EUEETE, SET QUICK, CO BLOCK MAC (BUCK) - TUIS 
15 А QUICK DRAW, SPEED EVERY THING UP = VS 50, CAN TAKE Ετος 
ΕΤΗ YOUR ОСТ I 


SET QUICKLY, RELEASE TURD ГОН FAC & ELOC PIM = VS ODD FRONT, 
TAFE FOSE ON OUICKLV, INVITE FIN AWAY CPOM IOLE If YOU САМ. 

if NOT, ТАКЕ HIM UEERE FE UCAUTS TO CO - DO IT TOUCH, DON'T ALICI 
PELETRATICNM. 


SET CUICKLY c IYVITE Б.Т. AWAY PROM HOLE IF YCU САМ, IU NOTI CIE 


N EIK TOUCH, DON'T ALLOW DENETPATION AS VOU DRIVE HIM WHEPE FE 
WANTS TO CO - ALERT QUICK DRAW, SPEED EVERYTHING UD. 


SLON PASS, INVITE D.E VO OUTSIDE, CUD OFF DEL. OP Hitt... BLOC 


MOST DANCEROUS. 


l. DROP AS PASS - KEEP FEAD DOWN FIELD FIRST 2 STEPS 


SETTLE AT MESH - SPAT BALI, 
TAKE QUICK SCREEN 


C2 N 


QUICK SET TO NEAR LEC OF CALL SIDE CUAMPD - TEIS IS A QUICK 
HITTING PLAY VS. ODD KEY NOSE - VS. EVEN KEY CALL SIDE CUARD. 
ALERT WIPE. 


SPPINT HARD WEAK SIPE, LOOK FOR BALL. 


RELEASE AS IF DASS = ELOCK ON REACTION, 


FLANKER - Z|PELEASE AS IF PASS - EIOCK Or REACTION. 


OFFSIDE 


PIMA 


24 LAG DRAW 25 LAG DRAW 
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POS. TAKE 50 30 STA 
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30 30 
BLOCKING RULES 
Y - SLAM STUB TO S.S. - STAY ON 50 ON D.E. 
PT - FLASH, M ELOC 
PG - FLASH, M Ετος 
E - FLASH, М BLOC 
OFG ~ FLASH, M BLOC - POS. TAKE 
OFT ^ FLASH, M BLOG - DOS. TAKE 
© - BLOCK OY REACTION 
x = Ῥτοςι: Of REACTION 
QD - e 
BC -  SLICHT PARALLEL SLIDE - ACCEPT EALL, EEY OT'S e TO - 0G'S BLOCK RU: 
DAYLITE : 


RB ^ soRINT SPOT - TAIL OF PLAYEIDE TACKLE - KEY Ο.Τ. FOR PATH το BLOCK 


“ORMATIONS : 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SPLIT - X 


COACHING POINTS 


SPLITS: 


SLAN STUB, FORCE HIX VIDE, THEN RELEASE TO STRONG SAFETY τ Dow 


LET STUB ОР D.E. (50 DEF) INSIDE, STAY ОМ ЕТМ IF INSIDE τς 
THREATENED. 


SHOW PASS, INVITE D.E. TO OUTSIDE, WORK FOR POSITION QUICKLY - 
DON'T LET HIM ROLL EACK TO PLAY - INSIDE RUSH, CLOSE IT OFF 
IMMEDIATELY - NO PUSH, STAYS ON LOS, DPIVE ELOCK HIM - ΡΕ SMART 
SHOW PASS AS YOU AIWAYS DO. 


SHOW PASS - INVITE D.T. TO INSIDE - DON'T CIVE CROUED OR ALLOW 
DEEP INSIDE PENETRATION - VS. EUBBLE, SHOW PASS ΕΟΡ 2 COUNTS, 
TREN CO FOP. MAC - ALWAYS PASS SET LIKE YOU HORMALLY SET, BE 
SIART. I 


SHOW PASS - 2 COUNTS, THEM THPU FOR МАС - NOSE, MOPMAT. PASS SET, 
INVITE HIM AWAY FROM YOLE, IF HE COES TO TEE ECLE, GET ON FIY 
QUICK & DRIVE FIN THE WAY EE IS corre. 


SHOE PASS - INVITE D.T. TO OUTSIDE - DON'T GIVE GPOUND OR ALLOW 
DEEP PENETRATION INSIDE - ONCE CONTACT IS MADE DRIVE HIM TEE WA: 
HE IS GOING - VS BUEELE, SHOW PASS FOR 2 COUNTS, THEN CO FOR MAC 
ALWAYS PASS SET LIKE YOU NORMALLY SET, EE SMART - POSSIELE TAKE 
VS 50 DEF. 


SEOW PASS - INVITE D.E. TO OUTSIDE - DON'T ALLOW RUSHEP TO CRO 


c 
YOUR FACE - SHUT DOWN ALL INSIDE PENETRATION - BE SMART WITH YOU 
SET - POSSIBLE TAKE VS 50 DEF. 


. PEVEPSE PIVOT 


1 
2. ROLL TO HE 
3. SETTLE AT MESE AND SEAT TUE BALI 
4. FAKE PASS 


SLIGHT PARALLEL SLIDE - DON'T LOSE οπου - AS FB CLEARS IK FRO? 
OB WILL BRING BALL TO YOU - STAY AS WIDE AS POSSIBLE TO GET COOL 
HESE WITH OB. KEY OT'S TO OG'S BLOCK, RUN DAYLITE. 


SPRINT SPOT - TAIL OF PLAYSIDE TACKLE - KEY OT'S ELOCK ON D.E. 
TO DETERMINE PATH TO BLOCK WILL - TAKE TWO QUICK STEPS TO CLEAR 
H.B. SUSTAIN. 


RELEASE AS IF A PASS PLAY - BLOCK ON REACTION 


FLANKER -Z RELEASE AS IF, Z, PASS PLAY - BLOCK ON REACTION. 


OFFSIDE 


DRAW 34 LEAD DRAW 35 LEAD 
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BLOCKING RULES 


SLAM STUB TO S.S. - STAY ON D.E. 50 DEF. 
FLASH, M BLOC 

FLASH, M BLOC 

FLASH, M BLOC 

FLASH, M BLOC 

FLASH M BLOC 

BLOCK ON REACTION 

BLOCK ON REACTION 


SLIDE PARALLEL TO OE. WHEN OB OFFERS BALL - KEY CALL SIDE GUARD T 
CEMTERS BLK - RUN DAYLITE. 

PASS SET TO DETERMINE EEST PATH - BLOCK WILL CP: CO OUTSIDE WHEN 
POSSIBLE. 


COACHING POINTS 


TORMATIONS : SPLITS: 


SLAM STUB, FORCE HIM WIDE, THEN RELEASE TO STROKG SAFETY - por: 
ET STUB ΟΡ D.E. (50 DEF) INSIDE, STAY ON HIM IF INSIDE τς 
THREATENED. 


TIGHT 
END 


SHOW PASS, INVITE D.E. TO OUTSIDE, WORK FOP POSITION CUICKLY, 
DON'T LET HIM ROLL BACK TO PLAY - INSIDE RUSH, CLOSE ÍT OFF 
IMFEDIATELY - NO RUSH, STAYS ON L.O.S., DRIVE BLOCK HIN - BE 
SMART, SHOW PASS AS YOU ALWAYS DO. 


PLAYS IDE 
TACKLE 


SHOW PASS = INVITE D.T. TO INSIDE ~ DON'T GIVE CPOUND ОР. ALLOU 
DEEP INSIDE PENETRATION - VS. EUBELE, SHOW PASS FOR 2 COUNTS, 


PLAYSIDE 
GUARD THEN CO FOR "AC - ALWAYS PASS SET LIKE YOU NORMALLY SET, EE 

SMART. 

SHOW PASS - 2 COUNTS, THEN THRU FOR MAC - NOSE, NORMAL PASS SET 

INVITE HIM AWAY FROM BOLE, IF BE COES TO TEE HOLE, CET ON FIN 
CENTER QUICK & DRIVE HIM THE WAY HE IS COING. 

SHOW PASS - INVITE D.T. TO OUTSIDE - DON'T GIVE GROUND OR ALLOW 
OFFSIDE DEEP PENETRATION INSIDE - ONCE CONTACT IS MADE DRIVE HIM THE WA 
GUARD HE IS GOINC - VS BUBELE, SHOW PASS FOR 2 COUNTS, THEM CO FOR MAC 

ALWAYS PASS SET LIKE YOU NORMALLY SET, BE SMART. 

SHOW PASS - IMVITE D.E. TO OUTSIDE - DON'T ALLOH PUSHER TO CROS. 
OFFSIDE YOUR FACE - SHUT DOWN ALL INSIDE PENETRATION - EE SNART WITH YO: 
TACKLE SET. 

l. DPOP AS PASS - KEEP EYES FOCUSED UPPIELD FOR FIPST 2 STEPS 
QUARTER 2. MESH WITH EC - SEAT THE BALI, 
BACK 3. FAKE PASS 

SLIDE PARALLEL TO QE - AS OB OFFERS EALL, YOU SHOULD EE MOVING 
BALL TO LOS - VS. EVEN KEY CALL SIDE GUARD VS ODD KEY CENTER - ALEPT 
CARRIER WIPE - IF LINEMAN HAVE STALEMATE - YOU SHOULD SET BLOCK. 


QUICK PASS. SET TO DETERMINE BEST PATE TO BLOCK WILL CO OUTSIDE 
REMAINING WHEN POSSIBLE TO WIDEN HOLE. 
BACK 


| RELCASC OFT LOS AS IP PASS ~ ELOCK ON REACTION. 
SPLIT - X 


FLANKER - Z RELEASE OFF LOS AS IP PASS =. DLOCE OF PEACTION. 


OFFSIDE 


Wow NUT 


STATUE AT S STATUE AT 9 


BLOCKING RULES 
SLAM STUB TO S.S. - 50 & 7OE STAY ON D.E, 
PASS SET - M BLOC #2 
SHORT SET - M BLOC #1 
SHORT SET - M BLOC 70 
SHORT SET - M BLOC #1 
PASS SET - M BLOC #2 
BLOCK ON REACTION 
BLOCK ON REACTION 
DROP STEP WITH NEAR FOOT - CONE FLAT - KEY OT'S BLOCK 
QUICK PASS BET ETO DETERMINE BEST PATH TO BLOCK WILL 


FORMATIONS : 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


COACHING POINTS 


SPLITS: 


SLAM STUB - FORCE HIM TO OUTSIDE, THEN RELEASE TO S.S. - IF EF 
THREATENS INSIDE, STAY S TITE, LATCH ONTO HIM - VS 50 OR 70E 
STAY ON D.E. 


SHOW PASS - TRY TO INVITE D.E. TO INSIDE, IF YOU GET HIM INSIL 
STAY ON HIM TOUGH, DON'T LET HIM ROLL OUT - IF D.E. STAYS 
OUTSIDE, LET HIM PENETRATE, TURN & PUSH HIM DEEP, STAY ON HIM, 


BC WILL RUN UNDERNEATH - AREA ET'S OP TE'S. 


SHOW PASS - SHORT SET - INVITE D.T. TO INSIDE, GET ON HIM 
QUICKLY & GET POSITION - DON'T LET HIM PENETRATE TOO FAR - 
OUTSIDE RUSH, ROLL HIM DEEP, THEN GET ON HIM, DON'T LET HIM 
ROLL BACK - AREA THE ET'S & TE'S - BUBBLE, READ P.T.'S BLOC TO 
DETERMINE YOUR PATH TO BLOCK MAC. 


COVERED, INVITE NOSE AWAY, CET ON HIM OUICKLY, ROLL HIM & STAY 
ON HIM. IF HE GOES TO THE PLAY, STAY ON HIM & PUSH HIM DEEP, 
STAY ON HIM TOUGH - UNCOVERED, PASS SET, READ YOUR P.G. TO 
DETERMINE YOUR PATH TO MAC. 


— T T M —— F. n ——— M ——ÀÓ . .. M a a a a 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SHOW PASS, INVITE YOUR D.T. TO OUTSIDE, IF HE GOES OUTSIDE, GET 
ON HIM QUICKLY, PUSH HIM TO OUTSIDE, STAY ON HIM — IF HE GOES 
INSIDE, STOP HIS PENETRATION OUICKLY, POSSIBLE CUT BLOC « 
BUBBLE ON YOU, READ OCN'S BLOC TO DETERMINE YOUR PATH TO MAC/ 
BUCK - AREA ET^S S$ TE'S STUNTS WITH YOUR OFT. 


SHOW PASS, INVITE YOUR D.E. TO OUTSIDE, STAY ON HIM, DON'T LET 
HIM PUPSUE ~ INSIDE RUSH, STOP IT OUICKLY, ALLOW NO PENETRATION 
BUBBLE ON YOU, 70E, READ YOUR OFG'S BLOC TO DETERMINE YOUR BLOC 
ON STUB - AREA STUNTS WITH YOUR OFG.  - | 

1. DROP AS PASS. KEEP HEAD DOWNFIELD FOR FIRST TWO STEPS. 

2. MESH WITH BC - SEAT THE BALL 

3. SET UP FOR PASS 


DROP STEP WITH NEAR FOOT - OPEN TO SIDELINES - COME FLAT - ACCE 
BALL - KEY PLAYSIDE TACKLES BLOCK ON DE. VS 90 ALERT TIGHTER 
HOLE. A LEAD SERIES HAND OFF. 


QUICK SET - TO DETERMINE PATH TO BLOCK WILL GO OUTSIDE WHEN 
POSSIBLE TO SIDEN HOLE. ALERT FOR WILL DOG. GO ATTACK. 


SPLIT - X 


SELZASZ OPF L.O.S. AS TF PASS - BLOCK SECONDARY ON REACTION 


Se 


FLANKER - Z 


RELEASE OFF L.O.S. AS IF PASS -- BLOCK SECONDARY ON REACTION 


“za ον πμ ον νι μια 
OFFSIDE : 
TIGHT END 


MASTER LIST FOR SPECIALS 


FAKE 29 TOSS Z REVERSE AT 8 
FAKE 34 Z REVERSE AT 9 

DASH SCREEN RIGHT OR LEFT TO A 
FAKE 28 OR 29 BOB SCREEN TO Y 
FAKE 24 OR 25 LEAD - QB KEEP 


FAKE 34 OR 35 FLEA FLICKER 


FAKE 29 TOSS - Z REVERSE AT 8 PARE 28 - Z REVERSE AT 9 


BLOCKING RULES 


M BLOC EMLOS - PROTECT BALL EXCHANGE AREA 
PEEL BLOC D.E. | 


BLOC 2 COUNTS - RELEASE, BLOC WILL 
BLOC 2 COUNTS - RELEASE, SPRINT TO PLAYSIDE FLAT, BLOC 
3LOC MAN ON - BUBBLE, FAKE PULL 1 STOP, RELEASE, BLOC ILB'ERS 


© BLOC - PROTECT BALL EXCHANGE. AREA 


BALL CARRIER 
BLOCK FRANK (WEAK SAFETY) 


оюгу TOSS-29 Or 290 = ACCEPT TOSS - NART HANDOFF ТО Z MAN - OUTSIDE 
HAND-OFF . 
RUN TOSS 28 OP 20 - poss BLOCK POSCH. 


FORMATIONS: 


TIGHT 
END 


PLAYSIDE 
TACKLE 


PLAYSIDE 
GUARD 


CENTER 


OFFSIDE 
GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


BALL 
CARRIER 


REMAINING 
BACK 


SPLIT - X 


FLANKER - Z 


OFFSIDE 
TIGHT END 


COACHING POINTS 


SPLITS: 


WM BLO LEOS - GET DOWN HIS top, LET HIM SUCKER FOR TOSS, 
STAY ON HIM, PROTECT EXCHANCE AREA - KEEP HI'Í ON LOS, - STOP 
HIS PURSUIT. 


PEEL BLOCK ON D.E. - RUN IT AS CLOSE TO HIM AS POSSIBLE - 
WANT TO BE ALONG SIDE OF HIM WHEN HE REALIZES A REVERSE IS 
COMING AT HIM - GET YOURSELF IN THE CORRECT POSITION SO YOU WILL 
NOT BE FORCED TO CLIP HIM - IF HE CHASES WAY DOWN THE L.O.S,., 
LET HIM GO < LEAD B.C. 


YOU - 


M BLOC MAN ON 2 COUNTS, RELEASE, SHOVE HIM INSIDE, CO % BLOC 
WILL - UNCOVERED, DRIVE FOP LB'ER, CHOKE, LET HIM CHASE FLOW, 
GO & BLOC WILL. 


MAN BLOC MAN ON 2 COUNTS, RELEASE HIM TO AWAY SIDE - DON'T LET 
HIM PENETRATE TOO OUICK, RELEASE, SPRINT TO PLAY SIDE FLAT & BLOC 
UNCOVERED, CHOKE MAC, LET HIM CHASE FLOW, SPRINT TO FLAT AREA & 
BLOC. 


ΜΑΝ BLOC MAN ON, DON'T LET HIM PENETRATE, BALL EXCHANGE AREA IS 
BEHIND YOU & O.F.T. - CONTROL HIM ON L.O.S. - WHEN YOU RELEASE 
FORCE HIM AWAY FROM BALL - PRIMARY JOB KEEP HIM ON L.O.S. - 

UNCOVERED, FAKE PULL, 1 STEP, THEN THRU, LET ILB'ERS FLOW, TURN 
BACK & WAIT FOR NEAREST LB TO REACT BACK 


MAN BLOC MAN ON - STAY ON HIM,NO PENETRATION, BALL EXCHANGE AREA 
IS BEHIND YOU-WHEN YOU COME OFF, FORCE HIM AWAY FROM BALL. 


. SERIES CALL WILL DICTATE BALL HANDLINC. 
2. AFTER THE BALL HANDLING IS EXECUTED, YOUR ASSIGNMENT IS TO 


BLOCK FORCE. 
3. YOU MUST TIME YOUR BLOCK IN RELATION TO D.C. 


SPRINT SPOT - SIDELINE - ACCEPT TOSS FROM OB - GIVE OUTSIDE 
HAND OFF TO "Z" MAN - YOU MAKE ALL COURSE ADJUSTMENTS TO INSULE 
GOOD HAND OFF. 


RUN TOSS 98 OR 29 - BOSS BLOCK FORCE - ALLOW NO ΟΝΕ TO CROSS 
YOUR FACE. 


PUSH OTF L.O.S. TO DEEPEN CORNE? BACK - YOU "ILL BE ASSIGNED 
WEAK SATETY TO BLOCK. 


RUN REVERSE e YOU WILL RECEIVE BALL FROM BACK BY WAY OF À HAND 
OFF BEHIND OFFENSIVE BACK. 


* 


ERE 394 a ος чуклы ATS rAKE 35 2 REVERSE AT 8 


BLOCKING RULES 

— INSIDE RELEASE, BLOCK FREE SAFETY 
PT = PEEL, BLOC D.E. - VS 70E, M BLOC STUB 
PG - HIT, PULL PLAYSIDE, BLOC EMLOS 


C - M BLOC MAC OR NOSE 
OFG - HIT, PULL PLAYSIDE, BLOC S.S. 
OFT - M BLOC 


= YOU WILL RUM REVERSE 
= CUT OFF CORNER BACK 


сз ~= 
Bc - RUN 31 OR 35 SLANT -:GOOD FAKE BLOCK FIRST SHOW, 


вв - BLOCK WILL - AS ON 34 & 35 SL yng, 


COACHING POINTS 


FORMATIONS: SPLITS: 


INSIDE RELEASE, DOWNFIELD TO BLOC F.S. 
INSIDE, HOOK HIM & STAV ON HIM, 


- IF MAN ON PLAYS TO YOUP 


TIGHT PULLING GUARD WILL ADJUST. 


END 


PEEL AROUND YOUR D.E., RUN IT AS CLOSE TO HIM AS POSSIBLE. YOU 
PLAYSIDE WANT TO BE ALONG SIDE OF HIM WHEN HE REALIZES A REVERSE IS 
TACKLE COMING AT HIX. CET YOURSELF IN THE CORRECT POSITION SO YOU WILL 
NOT BE FORCED TO CLIP HIM. ТЕ HE CHASES WAY DOWN THE L.O.S., 
LET HIM GO & LEAD. B.C. 


MAN ON, QUICK HIT IN HIS FACE, PULL, SLIGHT DEPTH, TO HOLE & 
BLOC EMLOS - TRY TO HOOK HIM IF VOU CAN, MIGHT HAVE TO CUT 


one E BLOC HIM OR DRIVE HIM TO OUTSIDE - HAVE TO READ ON GO, LOCATE 
HIM AS SOON AS YOU START YOUR PULL - IF TE BLOCS EMLOS, 
CONTINUE AROUND FOR CORNE? - BUBBLE, 1 STEP FOWARD & PULL EMLOS. 
MAN ON, DRIVE FOR HIS MIDDLE, LET HIM CO TO FLOW, THEN KEEP HIM 
THERE - UNCOVERED, LET MAC GO TO FLOW, THEN WAIT FOR HIM TO 
CENTER REACT BACK, BLOC HI'I. 
MAN ON, QUICK HIT IN HIS FACE, PULL, SLIGHT DEPTH, TO HOLE & 
BLOC FORCE MAN (SAFETY OP CORNER) RUN OVER HIM - BUBBLE, 1 JAB 
OFFSIDE STEP FORWARD, PULL, AVOID OCN, GET SLIGHT DEPTH & BLOC FORCE 
GUARD MAN - PLAYSIDE GUARD BLOCS FORCE, YOU LOOK FOR SUPPORT MAN & BLO 


HIM - BE READY TO ADJUST. 


M BLOC MAN ON - CONTROL HIM TO OUTSIDE - NO DENETRATION. 
OFFSIDE BALL EXCHANGE DIRECTLY BEHIND YOU. 
TACKLE 


SERIES CALL VILL DICTATE BALL HANDLING. 
IF THE REVERSE IS TOWARD X, YOU MUST BLOCK FORCE AFTER HAND- 


OFF. 
3x IF YOU ARE BLOCKING FORCE, TIME YOUR BLOCK IN RELATION TO B.‘ 


t m 


QUARTER 
BACK 


SLIGHT ROLL STEP TO INSIDE LEG OF OT. ACCEPT CB'S FAKE BLOCK 


1ST COLOR. 


BALL 
CARRIER 


MIDDLE OF WILL - BLOCK WILL. 


LEAD STEP FOR 


REMAINING 
BACK 


CUT OFF CORNER BACK. SPRINT TO ELIMINATE CORNER BACK FROWN 


SPLIT - X PURSUIT. 


UN REVERSE - j WIL ECEIVE BALL AS IAN VE “HIND Q.B. 
FLANKER -Z RU? REVERSE YOU WILL RECEIVE BALL AS A HAND OFF BEHIND Q 


DECENT ο ο... 
OFFSIDE : 


TIGHT END 


1205 


pASH LEFT SCREEN RT TO EB DASH RIGHT SCREEN LT TO HB 


BLOCKING RULES 


τ. - PATTERN 

PT - DEEP PASS SET - INVITE DE UPFIELD-CONTROL HIM-POS. CUT LATE 

PG - COVERED; PASS BLOCK 3 CTS., RELEASE, LEAD SCREEN-VS 70, PULL,PROTECT 
C - UNCOVERED; PULL, PROTECT QB-COVERED, PASS BLOC 3CTS, RELEASE TO SCREE 
OFG - COVERED; PASS BLOCK 3015, RELEASE TO SCREEN-UNCOVERED;PULL,PROTECT ОР 
OFT - PASS BLOCK & CONTROL 42 MAN 

Z  - PATTERN 

X - PATTERN 

QB - DASI ACTION; SET UP WIDE AT 10 YDS DEPTH. THROW TO SCREEN BACK 

BC - FLARE SCREEN TECHNIQUE 


RB ~ S.P.U. - NAIL BLOCK 


FAKE 29 BOB SCREEN HT TO Y Paw. Z8 BOB SCREEN Шылт TO v 


ү - ВОВ SWEEP BLOC - STOP PENETRATION - SET SCREEN 

PT - BOB SWEEP BLOC - STOP PENETPATION - 3 COUNT ~ SET SCREEN LOOK IN 

PG - PULL BOB SWEEP - BLOC QUICK FORCE - DON'T CROSS L.O.S. 

c - COVERED, M BLOC - UNCOVERED, AWAY BLOC - 3 COUNT - SET SCREEN - LEAD 


OFG - PULL BOB SWEEP - CK MAC TO EMLOS ON THE MOVE 
OFT - SEAL PULL, WHEEL INTO BACKFIELD, BLOC PURSUIT. 


2 7 BLOCK ON REACTION 

X — - BLOCK ON REACTION 

cs = EAKE 98/39 BOR SWEEP. ROLL OUT BEHIND HD TO A DEPTH OF 12/14 VARDS. 
BC 7 RUN 28 OR 29 BOB-GOOD FAKE-BLOCK ANY COLOR WIDE. 

RB - BLOCK 28 OR 29 BOB’ SWEEP. 


190107 


FAKE 25 LD - OB KEEP AT S TAKE 24 LD - OB KEEP AT 9 


BLOCKING RULES 


y 2 SLAM STUB (DE 50 DEF), RELFASE TO 5.5. 

рт - PEEL, BLOC WILL 

pG - M BLOC #1 MAN 

C = M BLOC #0 ΙΑΝ 

отс - SLAM HIT #1 ON LOS, RELEASE D.F. - BUBBLE, BLOC LB'EP. 
OFT - SLAM HIT #2 - ΡΕΙΕΑδΕ D.F. TO BALL APEA. 

- RUN OFF CORNERBACK 

κ΄ - RUN OFF CORNERBACK 

og - FAKE 24/25 LEAD. ROLL OUT TO FLANK. BE ALERT FOR “ILL DOC. 
Bc - RUN 24-25 M LEAD - GOOD FAKE 

RB. € OBEOCR 21626 t LEAP. 


FAKE 34 - FLEA FLICKER TAKE 35 - FLEA FLICKER LT 


BLOCKING RULES 


Y - M BLOC EMLOS 
PT - M BLOC DE 
PG - M BLOC £1 - UNCOVERED CK MAC, HELP OCN 
E - M BLOC #0 - UNCOVERED CK MAC, HELP BACKSIDE 
=G - M BLOC #1 - UNCOVERED CK LB, HELP EACKSIDE 
FT - M BLOC #2 - UNCOVERED CK LB, HELP TE 
© - SEAM 8 ROUTE 
N - PAKE OPTION BLOCK ON FORCE. RELEASE DEEP ОМ REACTION OF LB. 
og - REVERSE PIVOT. HAND OFF TO EC - CET DEPTH FAST AFTER HAND OFF. 
^ RECEIVE PITCH FROM BC. 
BC 7 RECEIVE HAND OFF. FAKE INTO L.O.S. PITCH BALL BACK TO OB. 
RB 7 BLOC WILL. : 


1^5naà 


PASS OFFENSE -- GENERAL INFORMATION 


There will be several types of passes in our offense. They are: 


1. DROP BACKS Thrown by the QB who retreats straight 
back inside of a protective cup formed 
by the linemen and blocking backs. 


Dis SPRINT OUTS Whereby the QB makes a front pivot and 
Sprints directly at the flank. 


3. PLAY PASSES Whereby tne Fake of a running play occurs, 
but a pass develops. Blocking patterns 
will vary according to the type of play 
pass occurring. 


4. SCREENS Delayed type of pass thrown to a receiver 
at a designated spot behind the L.O.S 
Several linemen release in front of the 
receiver to provide blocking. These can 
be thrown from the fake of a drop back or 
from the fake of a running play. Blocking 
will vary according to whether it is a drop 

- back ок play action screen. 


S« SPECIAL PASSES Passes, usually play action passes, which 
do not fit into any other definable cate- 
gory. These are mostly gadget-type, or 
goal line, or short yardage passes. 


6. DASH FASSES Whereby the OB initially sets up inside 
the protective pocket in order to lure 
rushers on an upfield course. The QB 
then breaks sharply at a designated 
flank aided by a nail down block. A 
planned pass pattern is executed in con- 
junction with this action and this 
protection. 


“4 
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PASS TERMINOLOGY 


1. RELEASE - A maneuver bv a receiver out of his stance when 
covered tight by a linebacker or defensive back; 
either a finesse-type move or an aggressive power 
move attempting to quickly escape the defender. 


2. APPROACH - A term describing the receiver's move on a particular 
route. For example, run a Post route using a streak 
approach. 

3. STICK - Last 3 step leg of the approach that drives at the 


defender to push, 


a) ANGLE = 


b) WEAVE = 


c) 90° - 


d) PHONY 


freeze, or influence him before break. 


The angle is a 3 step move started on 
the foot opposite the break. The move 
is made at 30° for 3 steps and then in- 
to the final break. This move is 
excellent on corner to out patterns and 
Post to Cross patterns. 


The weave is exactly like the angle but 
the move is made at 45°. The greater 
the angle of the separation technique 
the greater the need for body control. 


The 90° is also a 3 step move but the 
break is at 90°. In order to make the 
break, the center of gravity must be low 
and the hip must be over the foot. The 
key is not to drift or round the cut. 


ACCELERATION - The phony acceleration is a 3 step 


e) CHANGE 
OF PACE = 


ση 
< 


LOOP = 


ov 


move which forces the receiver to 

get his body low by bending his knees. 
He brings his hands to his armpits 

using a 1,2,3 pumping motion and moves 
his feet at the same tempo as his hands. 
This helps the receiver gather his body, 
bend his knees and get his arms in close. 
It helps his body control by lowering 
his center of gravity. 


The change of pace is the opposite of the 
phony acceleration and gives the impression 
to defenders that the receiver is slowing 
for a break in, out or back to the ball. 
The idea is to relax a bit and slow for 

3 steps, then burst. 


The loop is 4 three step move started on 
the foot on the side of the break. On 
the 3rd step the receiver loops back so 
that his break is 270? from his original 
direction. A phony acceleration helps 
get body control and helps him burst into 
the final break. 


10. 


LL: 


l3. 


BREAKING 
POINT 


ROUTE 


PATTERNS 


FADE 


SWING 


CONTROL 


DOUBLE JAB 


LILLY 


ROSE 


A critical point vertically down the field from L.o.s. 
where receiver makes his break. This point will be 
described in relation to the numbers. Example: the 
breaking point for the Curl route is 2 yards outside 
the numbers. 


Prescribed technique of an individual receiver in- 
cluding split, release approach and breaking point. 


Combination of routes. 


Used as an adjustment on the move vs. a corner kick 
technique. 


Used by Y when designated, meaning to set and check Stub 


or S/S blitz; no blitz, release on called route. 
Back in pass pattern to occupy defensive personnel in 
Hook, Curl, Flat areas. 


A definite one step fake. It attempts to freeze or 
turn a defender at the break point. 


Fake leading into a break point. First step toward 
break - second step away, rolling head and shoulder 
to freeze defender. Accelerate into route off 
second step. 


Term to designate a read screen to the left. 


Term to designate à read screen to the right. 
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PASS OFFENSE MECHANICS 


DROPBACK PASSING GAME 


A. MECHANICS 


1. The mechanics of how the pass offense is put together are structured 
for definition purposes into four categories that are all coordinated 
into one clearly defined offensive play. 


2. Each phase of the call directs the four units that are involved in 
the execution of the play. 


(a) Quarterback 
(b) Offensive Line 
(c) Receivers 

(d) Running Backs 


3. Theoretically, this should eliminate any breakdown in communications, 
define responsibilities and allow flexibility without taking away 
from execution. i 


4. The four categories making up each call are: 


(a) Series 

(b) Protection 

(c) Pattern 

(d) Flare Control 
5. SERIES CALL 
(a) The Series Call is the first thing called by the QB wnen 
putting together a Pass Play. 
The one call takes care of defining the area of attack, 
initial QB read, the depth ot the QB's drop, and in most 
cases the protection needed. 


the 


(c) 


Fifteen Series 


(1) MAX: Maximum Protection - no backs out 

(2) QUICK: Short Passing Game 

(3) FIRM: Medium Passing Game 

(4) FLARE: Deep Passing Game 

(5) R "CALL": Call that keeps the right back in with 
other back on S.P.U. 

(6) L "CALL": Call used to keep the left back in with 
other back on S.P.U. 

(7) FLOOD: Weakside flood series with A back on 
free release; B back S.P.U. on will 

(3) KEY RIGHT: Center or uncovered linemen has first 

i inside dogger to his riçht. The back aligned 

to call side has N.S.P.U. The back to the left 
has double S.P.U. on the first dogger to his 
side. 

(9) KEY LEFT: Cover or uncovered linemen has first inside 


=> 


dogger to his left. The back aligned to call 
side nas N.S.P.U. The Zack to the right has 
double 5.5.0. on first dogger to his side. 


6. 


(10) SCOT: A call toward Y that has the P.G. on double 
pick-up. The B back has N.S.P.U. The Y 
man must release inside as he may be a Hot 
Receiver vs. some dcgs. 


(11) SCAT: A call toward an open side that nas the P.G. 
on double pick-up. The A back has N.S.P.U. The 
A back must read the weak-backer as he may be a 
Hot Receiver. 


(12) RICKY: Strongside Flood Series to the left B back has 
N.S.P.U.; A back has double pick-up to left 
side. The offensive line executes a key right 
assignment. Y must release inside. 


(13) LUCKY: Strongside flood series to the right. B back 
has N.S.P.U.; A back has double S.P.U. to right 
side. The offensive line executes a key left 
assignment. Y must release inside. 


(14) RIP: Back aligned to the right, and the right guard 
have dual read on inside to outside LB'er. 


(i5) LIZ: Back aligned to the left and the left guard have 
dual read on inside to outside LB'er. 


PROTECTION CALL 


(a) 


(b) 


(c) 


(4) 


(e) 


The protection call in most cases is included in the Series Call. 
The only time the protection call is not included with the 

Series Call is when the two series are being combined. 

The first call always controls what series is being used, the 
second call, if made, incorporates a different technique by the 
pass protectors. Example: Flood - Quick. 

Means a weak flood pattern is being used and a quick set technique 
is being utilized. 

Protection calls made at the L.O.S. 


(1) ROGER: A protection call involving the right guard, 
right tackle, and the back aligned to the 
right side. It calls for a slide technique 
with the two linemen, and the back responsible 
for the inside LB'er on S.P.U. The call takes 
off a Rip or Liz call. 


(2) LARRY: A protection call involving the left guard, 
left tackle, and the back aligned to the left 
side. It calls for a slide technique with the two 
linemen, and the back responsible for the 
inside LB'er on S.P.U. The call takes off a Rip 
or Liz call. 


(3) LON: Call utilized to adjust protection to an 
overloaded pass rush problem to our left. Back 
on left side blocks first outside dogger, none, 

- run route. Center or uncovered lineman blocks 
first dogger to his left. 


“+ 


(4) Roy: Call utilized to adjust protection to an 
overloaded pass rush problem to our right. 
Back on right side blocks first outside dogger, 
none, run route. Center or uncovered Lineman 
blocks first dogger to his right. 


7. PATTERN CALL 


(a) All pass patterns are put together by calling three 
individually numbered routes. 

(b) Each route the receivers have in their passing tree is 
assigned a specific πω τες 


(1) 
8 

4 DIAGNAL 

(2) Y's Tree: 3 
2 
ji 
a 7 
(3) Z's Tree: 8 
4 
2 6 κο 
2 DELAY 


O OOLIOOO 
O 


(c) To put the routes together in terms of a pattern the 
numbered routes are called starting with X (the weak- 
side-receiver) going to Y (the middle receiver) then to 
Z (the strongside outside receiver). 


. 
. 
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(d) To give an example of a call, 844 will be used. 


(1) The 8 call tells X to run an 8 route. 
(2) The 4 call tells Y to run a 4 route. 
(3) The 4 call tells Z to run a 4 route. 


Note: The strongside combination is always coordinated 
and taught as one combination: 


8 4 
4 
ΟΟΠΟΟΌ 
Q | 
О 


O 


(e) The pattern progression, weak to strong, is always 
the same regardless of the alignment of the receivers. 
The two outside receivers take the first and last 
numbers called and the middle man takes the middle 
number called. 
Example: OPPOSITE FORMATION 844. 


4 


OOLIOO 
O 


O O 


(£) If at any time the QB does not call a middle number, 
substituting an "OH" call for a number, Y slow blocks 
and does not release. 

Example: 608. 


OOOO 
"n O "OH" 


: O O 
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8. FLARE CONTROL CALL 


(a) The final call in putting together all four categories 
is the flare control. 

(b) The flare call will direct one or both backs into the 
pattern, dependent upon the series being used. 

(c) HB and FB Mirrored Flares. 


UP post POST 
FLAG 


SEC 


CRCSS 


ARROW 


©) swine 


BASE 


(4) When combination flares are required, a new set of 
terminology is used to describe the two individual 
routes as one. To be discussed in the Flare Series. 


9. The following diagram combines all four categories into one 
pattern call: 


+ 


L: SERIES & PROTECTION 
844: PATTERN 
SHOOT: FLARE CONTROL 


SHOOT 


DOBOO 
O 
° 


L308 


10. 


Whenever an individual route is needed for use in a specific pattern 
that is not in the numbered tree of that or those receivers involved, 
the QB will call the route closest in description to the route desired 
and then call the name of that route in place of the flare call. 
Example:  FLARE 272-X & Z DELAY. 


(a) In other words X & Z would end up running their #2 
routes but use a delay technique. 

(b) The RB or RB's would use the change up route call as 
an alert to run a companion flare as pre-determined 
by the game plan. 

(c) Example Call: FLARE 272 X & Z DELAY-UP. 


T να ἀφ 
| O 


oe 


1309 


30 YDS 


FLAG 


15 YDS 


ΙΟ YDS 


t 


ARROW 


Q 


SWING 


BASE 


Pm ADS 


OPTION j^^ 
oF = 


WIDE B^ CENTER 
HOOK 
FLAT 
ANGLE LOOP 


Le 


ALLEY 


A TREE 
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10 YI 


20 YDS 


15 YDS 


O YDS 


2. YDS 


CROSS 


SNEAK 


B TREE 


UP 
POST 20 YDS 
FLAG 
К YDS 
ADJ 
10 YDS 
fe 
` 
ὃς 
\ | OPTION ___^ WHEEL STOP 
EXC ^ 
A ο... ^ 
HOOK | n 4 5 YDS 
P SHOOT 
^ 
LOOP ANGLE | 
1 
/ 
⁄/ 
⁄ 
ARROW 


© 


SWING 


10. 


11. 


OPTION 


STOP 


HOOK 


IS 


BASE 


POST 


FAN 


FLAG 


ARROW 


SHOOT 


CROSS 


PASS ROUTES FOR BACKS 


Drive at backer, your side. Check type of 
coverage, man or zone. Push up 7 to 8 yards. 
Give him move. Break in or out on him. Sprint 
out of break. Out break 90° angle. Alert for 
help from outside, adj. in break at 45°. 


Drive up-field to 7 yd. depth, aprox. top of 
number. Hook outside always, do not drift 
out or back. 


Drive at LB. Turn inside at a depth of 6 to 7 
yds. You will stop over your original alignment. 


Release outside OT, drive down-field, quickly 
looking over inside shoulder. Get head around 
to QB at L.O.S. 


Drive toward sideline with 2 yd. belly from 
original alignment. After driving 5-steps, 
look back for ball. As you get outside numbers, 
turn your numbers to the QB. Do not cross L.O.S. 


Release outside OT. Drive straight up-field to 
8 to 10 yds. Break to inside for post angle. 
Alert to adjust route to the type of coverage 
your getting by game plan. 


Release outside OT. Drive up-field to a deoth of 
10 yds. Jab, and break outside at 90? ancle. 


Release outside OT. Drive up-field 10 yds. Break 
at a 45? angle toward sideline. Receive ball over 
outside shoulder vs. man coverage. Give post move. 


Drive hard at LB, but fiat parallel to L.O.S. 
Break not to be over one yd down field. Gain 
ground to 3 yd. at end of route. No adj. 


Same as Arrow. When you feel LB bite, turn up-field 
and look for ball over inside shoulder. You should 
be gaining width with depth. 


Release down-field to a depth of 4 yds. Fake LB to 
outside, and break across field. You want to be 
7 yds. deep at opposite tackle. 


An A back route, a release inside or cutside at release 
on a cross pattern to 3 to 4 yds. down field. You 
want your depth to be 5 yds. deep at opposite TE. 


13. FLAT - Drive up-field to a depth of 4 yds. Fake LB 


inside. Break outside at 90° (No adjustment). 
14. WIDE - Drive up-field to a depth of 7 yds. Fake LB 
inside and break outside at 90°. (Adjust to 
coverage). 
15. ALLEY = Start base route, lose 2 yds on release. Turn 


up field approx. half way between Y & Z. Come 
under control. Should get ball over inside 
shoulder on or before L.O.S. 


16. CENTER - Drive up field to a depth of 7 yards, 90° break 
to inside. No adjustments. 


17. LOOP ~ Release as if an up route. This is a bend or 
circle to inside. Start bend after you clear DE. 
You should receive ball before you cross the ball. 


18. ANGLE - Release as Arrow route. Use good 3 step stick move 
to outside. Plant and break back on a 45° angle 
to inside angle. Could be less, depending on 
Gepth of backer. You must come under the backer. 


19. SWING - Release to outside. Drive at WR's position, 
gaining ground as you go. Do not lose any ground 
on release. Turn up-field as soon as you reach 
WR's alignment. 


20. SNEAK - Step up square stance, show pass block. Delay release 
2 counts, then release to soft area over inside/or 
outside/OT. Check to depth of about 3 to 5 yds. 


21. WHEEL ~ Release as flat route at a depth of 5 to 6 yds. Roll 


to flat. To clear under coverage, you may turn into 
shoot at sidelines. 
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FLARE CONTROL MECHANICS (RIGHT FORMATION) 


l. As already stated, the flare control call is the final call in putting 
together a pattern. 

2. The RB or RB's releasing is determined by the series protection call. 

3. Flares are either individual cuts called by the QB or mirrored cuts by 
both RB's, all determined by the series protection call. 

4. To further explain, if R is called, the flare is run by the HB, if L is 
called, the flare is run by the FB. ΙΕ Flare is called, the flares are 
run by both RB's. When combination flares are required, new termin- 
ology is used. (Flares that are not mirrored). 

S. HALFBACK INDIVIDUAL FLARES DIAGRAMMED BELOW: 


BASE OPTION 


9 


ΟΟΠ 


STOP 


à n 
J | oog 


FLAT 


? CET 


O 
lee 


Ὁ 


FLARE CONTROL MECHANICS (CONT.) 


6. The FULLBACKS individual flares are exactly the same as the HB:s except 
he does not have a Circle or Fan Flare. 

7. The type of release, whether it be S.P.U. or N.S.P.U. is again deter- 
mined by the series and protection call. 

8. The FB would run an individual flare when L, or Stub protection is 
called. 

9. FULLBACK INDIVIDUAL FLARES DIAGRAMMED BELOW: 


SWING ALLEY OPTION 


rR 


`x 


— 


ANGLE 


OO 


SNEAK 


WIDE RECEIVER TREE 


ην 25 
8 7 
9 
— кзы з ы 


бм 


15 4 z - = 15 


2 3 
10 10 
2 DELAY 
5 1 5 
ZERO 
LOS LOS 


10. 


11. 


12. 


13. 


14. 


15. 


16. 


35 ZERO" 


"l ROUTE" 


"2 ROUTE" 


"3З ROUTE" 
s 4 " ROUTE " 


" S " ROUTE LJ 


"6 ROUTE" 


"7 ROUTE" 


"8 ROUTE" 


" 9 " ROUTE n 


"DADE" 


"TI A .. 


ο ς * 


3 "Go" 


6 " GO " 


RUN AWAY 


"X" AND "Z" INDIVIDUAL PATTERNS 


A crossing route with receiver at 5-6 yds. depth over the 
ball - receiver has option to "sit down" vs. Zone. 


6 yard sideline pattern - can round cut at 5 yards. Do 
not drift downfield after break - run parallel to L.O.S. 


6 yard cut to inside at 45 degree angle. Be 95% on break 
to be able to adjust to ball and defense. 


10-12 yard sideline cut - a rhythm timed pattern quick 
break. Get head around quick. Flat break parallel to L.O.s. 


lS to 18 yard square in - run hard off of cut into 
throwing lanes. 


Depth will be 18 yards force defensive man to turn by 
running him down inside before your break. Give inside 
move, plant off of inside foot and come back 3 to 4 yards 
toward sideline. 


Basic 15 yard pattern. Try to turn and/or get defensive 
man out of his back pedal. Plant the outside fcot and 
turn low coming back 3 yards to the QB. If a linebacker 
is in the throwing lane as you are working back to the QB, 
then you can slide laterally to open up throwing lane. 


Run good post. Cut at 10 yards, 3 to 5 steps inside, 
then plant inside foot. Cut 45 degree angle to the out- 
side. Look over outside shoulder. 


10-12 yard post move to inside at 45 degree angle. 


Streak. Drive at the inside shoulder of corner at 10 to 
12 yards. You can use a change of pace or if you are on 
top of him, run by him. Stay to the outside Looking over 
inside shoulder. Do not drift inside. 


Used on OUT cuts when defensive DB rotates toward you - 
avoid jam, trying to clear outside and run a take off 
after you clear DB. Look over inside shoulder staying 
to the outside. 


5 yards upfield, 3 steps inside, then break out. May 
have to flatten pattern if defense man plays loose. 


Quick outside move. Run upfield staying outside. QB will 
push you slightly to the outside. Look quick over your 
inside shoulder. 


Run 10 yard out cut and run 3 steps outside. Plant off 
outside foot and run take off. Stay outside looking over 
inside shoulder. 


Run 12 to 14 yards - you can use either a 360 degree 
move or use slow curl move and take off. 


May be used with 3 or Middle 4 route vs press or 
* H à 
‘inside technique. 


TIGHT END ‘TREE 


20 20 


4 DIAGONAL 


15 < 15 
0 LO 
4 
5 5 
es 
LOS 


LOS 


10. 


1 ROUTE 


2 ROUTE 


3 ROUTE 


4 ROUTE 


5 ROUTE 


6 ROUTE 


m 


9 ROUTE: 


"co" : 


Y 


Outside release, basic depth of break is 4 yards (3 
steps). Be 6 yards deep at sideline. 


Inside release (possible head and shoulder fake). 
Run à diagonal pattern. Type of pattern called will 
dictate adjustments. 


Inside release - basic depth is 12 yards. Use good 
jab or stick move. 


Tnside release. Get upfield 12 yards, break at 90? 
to the inside. Stay on the move. 


Outside release - basic depth is 10 yards. Hook at 
inside edge of numbers. 


Inside release - basic depth is 12 vards. You have 
freedom of approach and move. You must find open 
area and come back to ball. 


Outside release - basic depth is 12 yards. Good fake 
to Post, then break to deep outside area. Ball caught 
over outside shoulder. 


Release depends on the pattern - basic depth of break 
is 12 yards. Good fake to ontside stick or jab, break 


deep to inside. Possible adjustment to coverage. 


Outside release. Look for zhort arch pass over inside 
shoulder into zone dead spot. 


A deep route off any primary route. 


MAX SERIES 


THE MAX SERIES IS A MAXIMUM PROTECTION SERIES INVOLVING 3 
RECEIVERS. MAX REALLY MEANS BOTH BACKS STAY IN FOR PROTECTION 
PURPOSES. THE LINE BLOCKS BASE, SETTING FOR A 7 STEP DROP, WHILE 
THE RB'S CHECK THE LINEBACKERS, THEN HELP CLEAN UP. THE MAX 
SERIES. TS NOT A COMPLETE SERIES, BUT I? DOES GIVE US THE ΠΕΙΣ: 
BILITY TO KEEP BOTH BACKS IN AND THROW WHEN WE ARE HAVING 
PROTECTION PROBLEMS. 
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MAX PROTECTION 


F C C F S e 
M M X М 
S T жалк δ 
ὀάόφαιοφ: O O OBO | 
O ` Q : ppa O H Q 
$5 6 ο” αν Ó ἃ 
B W M 
T N'ES E: T ia TE 
t+ . .“ ^ , “ 
o Ἰθφεηρφφ O Ἰφφβοφςο 
' 
RAY(BASED ОХ: O O O 
SCOUT REPORT) d 30 | 90L RAY 
y M S W W 
Bow QT: ῥοδφὸΪ 
ta ч 
О Φοσφοώ © QQBaBoOOD | 
uc Ade el O T O O 
HELP WHERE [ 
ΞΈΡΕΡ M LU $ 70E | 70 LU 
w M Y M 5 
EV ee ee | ыл кер 
о  ipedooo о 1998886 ο 
ΗΕΙΡ WHERE O gv Ὁ T u 
NEFDED 40 STACK | 50 | e 
BLOCKING RULES 
Y PATTERN 


ONSIDE TACKLE : 


ONSIDE GUARD : 


CENTER : 


OFFSIDE GUARD : 


OFFSIDE TACKLE: 


4 BACK: 


B BACK: 


BASE BLOC D.E. 


COVERED, BASE BLOC D.T.-UNCOVERED, BLOC LB 


COVERED, BLOC NOSE - UNCOVERED, AREA BLOC MAC WITH GUARDS 
COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB 
BASE BLOC D.E. 


S.P.U. WILL N/T HELP OT ON ΡΕ, OP BY GAME PLAN 


S PIU. STUB N/T HELP OT ON DE OR BY GAME PLAN 


Y 


ONSIDE TACKLE 


Y SIDE 


ONSIDE 
GUARD 


CENTER 


FFSIDE 


GUARD 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK 


В BACK 


A BACK 


COACHING POINTS 


PATTERN 


BASE BLOC D.E. = POSSIBLE HELP FROM OUTSIDE BY BACK. YOU ARE 
ALONE WHEN OLB IS ALIGNED INSIDE D.E. BUBBLE YOUR SIDE, BE 
READY TO HANDLE INSIDE RUSH BY D.E. M/M. 


BASE BLOC D.T. = VS 40 EXPECT HELP FROH OCN, AREA MIDDLE STUNTS 
VS. 40 STACK, LU OR RAY, CALL YOUR SIDE, WORK WITH OCN ON STACK 
LU OR RAY AWAY YOUR SIDE PUTS YOU M/M on D.T. BUBBLE ON YOU, 
LOU OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN - 30 DEF, 

LOU OR RAY CALL AWAY FROM YOUR SIDE, CHECK LB TO HELP BACK ON 
OLB, NO HELP NEEDED, HELP O.TT. 


VS 40, AREA BLOC MIDDLE WITH GUARDS - 40 STACK, MAKE LOU OR 
RAY CALL TO STACK SIDE & WORK WITH THAT GUARD - VS 90 & 70 DEF, 
YOUR BUBBLE GUARD BECOMES LOU OR RAY & WILL AREA BLOC NOSE 

& MAC WITH YOU. ‘VS 30, YOU WILL ESTABLISH THE LOU & RAY CALL 
TO HELP OUR H.B. - OVER PLAY NOSE AWAY FROM CALL, YOU HAVE 
HIM M/M IF HE GOES AWAY. 


VS. 40 EXPECT HELP FROM OCN, AREA MIDDLE STUNTS - VS 40 stack, 
LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK - LU OR RAY 
AWAY YOUR SIDE PUTS YOU M/M ON D.T. BUBBLE ON YOU, LOU OR RAY 
YOUR SIDE, CHECK LB TO HELP WITH OCN - 30 DEF, LOU OR RAY YOUR 
SIDE,.CHECK LB TO HELP OCN. 


BASE BLOC DE - POSSIBLE HELP FROM OUTSIDE BY BACK. BUBBLE 
YOUR SIDE, BE ALERT TO HANDLE INSIDE RUSH BY D.E. M/M. 


S.P.U. STUB N/T HELP OT ON DE FROM OUTSIDE. VS. EXCHANGE / 
STACK OR WHEN CENTER/GUARD YOUR SIDE ARE COVERED HELP INSIDE 
OUT. ALWAYS ALERT SAFETY BLITZ. M-D-M. 


= 


S.P.U..WILL N/T HELP OT ON DE FROM OUTSIDE. VS 90 FRONT OR | 
UNDER SHIFT ALERT TO HELP INSIDE OUT. ALWAYS. ALERT FOR SAFETY 
BLITZ. Θες, 


QUICK SERIES 


ΤΗΕ QUICK SERIES IS OUR SHORT RANGE TIMED PASSING CAME IN WHICH ΤΗΕ 
TERM QUICK DEFINES ALL RESPONSIBILITIES. THE LINE SET AGGRESSIVELY, 
BLOCKING BASE ASSIGNMENTS. THE QB TAKES A 3 STEP DROP, THROWING WITH 
A TIMING FACTOR OF 1.3 TO 1.6. THE BASIC ROUTES USED IN THE QUICK 
SERIES ARE THE 1 ROUTE (6 YARD QUICK OUT), THE 2 ROUTE (6 YARD SLANT) 
AND IN THE GOAL LINE TRE QUICK FADE. BOTH RB'S HAVE AGGRESSIVE S.P.U. 
ASSIGNMENTS ON THE TWO OUTSIDE LINEBACKERS, THEN ENTER THE PATTERN, 


QUICK CAN BE COMBINED WITH OTHER PASSING SERIES AS A SECONDARY CALL 
THAT WOULD ALERT EVERYONE TO USE QUICK TECHNIQUES WITHIN THE FRAME- 
WORK OF THE PRIMARY SERIES CALLED. EXAMPLE: FLOOD-QUICK 202 FLAT, 
IT AMOUNTS TO A WEAK FLOOD QUICK PASS, 


QUICK PROTECTION 


59®б®д- “GOO 
b T A 30 | 90L : b | B. 


| Е T 
O OOOO O o sss 
O RAY : Q Q 
| 7OE | 70 b 
Ἆ Μ W M s 
EEL: -ὄδδδὂς 
| O 40 STACK |50 | 
BLOCKING RULES 
Y 
ONSIDE TACKLE: BASE BLOC D.E. 
ONSIDE GUARD: COVERED, BASE BLOC D.T.-UNCOVERED, BASE BLOC LB TO HELP OCN 
T 
CENTER : COVERED, BASE BLOC NOSE - UNCOVERED, BASE BLOC MAC 
OFFSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, BASE BLOC LB TO HELP 
OCN OR OTT = 
OFFSIDE TACKLE: BASE BLOC D.E. 
A BACK: S.P.U. = WILL TO FRANK, DRIVE FOR INSIDE LEG & CHOP PATTERN 
B BACK: S.P.U. = STUB TO ROVER DRIVE FOR INSIDE LEG & CHOP = PATTER™ 


KNOW IF Y IS ON A ROUTE, OR IF HE IS ON À ТОН" BLOCK. 


Y 


ONSIDE TACKLE 


Y SIDE 


ONSIDE 
GUARD 


CENTER 


`FFSIDE 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK ' 


COACHING POINTS 
PATTERN 


BASE BLOC MAN ON - UNCOVERED, CHECK LB TO HELP OUTSIDE (CP) TAKE 
ON RUSHER QUICKLY & TOUGH AFTER A QUICK READ SET. DO NOT BE 
DRIVEN BACK. KEEP MAN ON L.O.S., USE YOUR LEGS TO DRIVE HIM 
BACK - MAN WIDE, ATTACK FROM INSIDE-OUT ANGLE, GET HANDS ON HIM 
& DRIVE HIM OUT, SMOTHER HIM - MOST STUNTS WILL BE ZONED BECAUSE 
OF QUICK TAKE ON - KEEPS HIS HANDS DOWN!! 


BASE BLOC MAN ON - UNCOVERED, CHECK LB TO HELP OCN OR OTT (CP) 
TAKE ON RUSHER QUICKLY & TOUGH AFTER A QUICK READ SET. DO NOT 
BE DRIVEN BACK, KEEP MAN ON L.O.S., USE YOUR LEGS TO DRIVE HIM 
BACK - OCN IS WAITING TO HELP YOU INSIDE - ZONE THE LINE STUNTS 
& DOGS BY MAC - QB IS ONLY 3 YDS BEHIND YOU - DON'T EVER FORGET 
THAT - KEEP HIS HANDS DOWN! ! 


BASE BLOC NOSE - UNCOVERED, CHECK MAC THEN DROP A LITTLE TO HELP 
YOUR GUARDS - NOSE MAN WILL BE TAKEN ON AFTER QUICK READ SET, 
KNOW WHERE YOUR FREE GUARDIS - SAME AS OTT & OGD, YOU CAN NOT 
BE DRIVEN BACK, THE QB IS 3 YDS DIRECTLY BEHIND YOU - OCN & 
GUARDS WILL ZONE THE STUNTS & MAC DOGS - KEEP HIS HANDS DOWN! ! 


BASE BLOC MAN ON - UNCOVERED, CHECK LB TO HELP OCN OR OTT (СР) 
TAKE ON RUSHER QUICKLY & TOUGH AFTER A QUICK READ SET. DO NOT 
BE DRIVEN BACK, KEFP MAN ON L.O.S., USE YOUR LEGS TO DRIVE HIM 
RACE. OCN IS WAITING TO HELP YOU INSIDE - ZONE THE LINE STUNTS 
& DOGS BY MAC - QB IS ONLY 3 YDS BEHIND YOU = DON't EVER FORGET 
THAT - KEEP HIS HANDS DOWN!! 


BASE BLOC MAN ON - UNCOVERED, CHECK LB TO HELP OUTSIDE (CP) TAKE 
ON RUSHER QUICKLY & TOUGH AFTER A QUICK READ SET. DO NOT BE 
DRIVEN BACK, KEEP MAN ON L.O.S.. USE YOUR LEGS TO DRIVE HIM 
BACK - MAN WIDE. ATTACK FROM INSTDE - OUT ANGLE, GET HANDS ON 
HIM & DRIVE HIM OUT, SMOTHER HIM - MOST STUNTS WILL BE ZONED 
BECAUSE OF QUICK TAKE ON - KEEPS HIS HANDS DOWN!! 


S.P.U. AGGRESSIVE, STUB TO ROVER, DRIVE FOR [INSIDE LEG CHOP. TO 


B BACK 


KEEP HANDS DOWN, {££ STUB DROPS RUN CIRCLE, IF STUB BUZZES TO 
OUTSIDE. WIDEN CIRCLE ROUTE, CHECKS FOR BALL OVER INSIDE 
SHOULDER VS TE COVERED BY D LINEMAN, YOUR ASSIGNMENT WILL BE 
BY GAME PLAN. 


S.p. U. AGGRESSIVE., WILL TO FRANK, DRIVE FOR INSIDE LEG CHOP, TO 


A BACK 


GET HANDS DOWN, LE WILL DROPS RUN CIRCLE, IF WILL BUZZES 
TO OUTSIDE YOU SHOULD WIDEN CIRCLE ROUTE, LOOK FOR BALL OVER 
INSIDE SHOULDER. 


a AA 


SERIES & PROTECTION QUICK PATTERN JO] FLARE CONTROL CLOSE 
AUDIELE 91 


COVER 8 FREE 
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SERIES & PROTECTION QUICK _ PaTTERN 212 FLARE CONTROL_A AgROW-UP 


COVER 4 FREE 


COV 1 SKY | COV 2 


SERIES & PROTECTION FIRM PATTERN 302 FLARE CONTROL STOP Ἢ 


COVER 4 FREE 


COV 1 SKY | COV 2 
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COACHING POINTS 


SERIES & PROTECTION QUICK | PATTERN 212 FLARE CONTROL À ARROW-UP 
QUARTERBACK THINK STROWGSIDE 


p.S.L.  SAPRETIES READ MAC TO ROVER DRoP 3 «Τερς 


PROGRESSION TE TO Z - COVER 4 COULD PUT YOU WEAKSIDE. 
l. IF THE Y IS OPEN EARLY - TAKE HIM 

C.P.s: 2. WHEN GOING TO Z, BE ALERT FOR ROVER IN COVERAGE. 
з. Z WILL FADE vs CLOUD - GET THE BALI. TO HIM QUICKLY. 
4. IF THE CORNER HANGS ON Z ON CLOUD - GET BALL TO Y. 
5. GOOD ROUTE VS ROVEP BLITZ. 


REC. ADJs Vs CLOUD X RURST Y NOME Z FADE :Y's ADJ. Vs. cov. 2 MONE 


— καλα ὃν 


HALFBACK 


Protection S P |] N] | QU CK ROUTE ARROW 
1. ATTACK WILL AND GET HIS HANDS DOWN. 


C.P.S: 5 тт IS BETTER TO BE TOO SHALLOW THAN TOO DEEP ON AN 
ARROW WITH 2. 
3. IF WILL DROPS, VIDEN THE AREA AND EE ALERT FOR THE BALL. 
4.. WHEN YOU GET CLOSE TO THE SIDELINE, TURN UP & GO. 
FULLBACK | 
protection S,P,U STUR OU [CKROUTE JP RELEASE  [NSIDE 


I< 


IN 


_ 1. ATTACK STUB AND CET EIS HANDS DOWN. 
C.P.s: 5° τρ STUP DROPS, WIDEN THE AREA AND BE ALERT FOR THE 
BALL. 
3. IF MAC MOVES AWAY FROM YOU, AND YOU GET INSIDE OF STUB, 
YOU HAVE AN EXCELLENT CHANCE TO GET THE BALL. 


sPLIT WIDE ROUTE 2 RELEASE STRAIGHADJ. vs. CLOUD_BURST 
ç PUSH DEFENDER TO YOUR. OUTSIDE AND GLT TO B.P. AT 6 
C.P.s: YDS DEEP. 
2. DON'T COME BACK FOP THE BALL TOO FIAT. 
35 DON'T SLOW DON ON EPEAK, LET ОР PULL YOU ILI το ΤΠΕ 


HOLE. 


spLIT NORMAL route QUICK L RELEASE OUTS[QE, ADJ. Vs. CLOUD NONE 


ADJ. Vs. cov. 2: NONE 


c.p.s: l- MAKE A SLIGHT UPFIELD MOVE AND PREAK OUT AT AN ANGLE. 
2 WIDEM AREA AS QUICKLY AS POSSIBLE AND BE ALERT FOR THE 
PALL 
3. WHEN YOU CROSS THE NUMEEPS, TURN IT INTO A GÖL 


SPLIT WIDE ROUTE 2 RELEASE STRAIGHIADJ. Vs. CLOUD FADE 


1. PUSH DEFENDER OUTSIDE AND GET TO YOUR B.P. AT 6 YDS. 
2. BREAK AT A 45° - BE ALERT FOR ROVER. DON'T SLOW DOWN. 


37 ΕΕ READY TO FADE VS CORNER FORCE. 


C.P.s: 


* 
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COACHING POINTS 


SERIES ἃ PROTECTION QUICK ΡΑΤΤΈΗΝ 606 FLARE CONTROL BASE 


QUARTERBACK READ ALIGNMENT OF WILL AND ROVER. 


p.s.L.SAFETIES & WILL Reap CORNERS DROP 2 STEPS 


PROGRESSION WEAK X TO A; STRONG Z TO B 
l. GET THE BALL TO YOUR RECEIVER AS QUICKLY AS POSSIBLE. 
C.P.s: 2. VS CLOUD OR CLOSE COVERAGE THE QUICK 6 ROUTE CONVERTS 
TO FADE. 
3. IN MOST FORMATION YOU WILL HAVE A MAN TO GET YOU OUT 
OF TROUBLE VS CLOUD FORCE. 


REC. ADJs Vs CLOUD X FADE  YOH Z FADE :Y's ADJ. Vs. COV. 2 NONE 


HALFBACK 


Protection S.P.U. WILL QUICK 9 RourE _ BASE 
C.P.s: Ls CHECK WILL ON THE MOVE. 


FULLBACK 
protection Noe νοι ROUTE BASE RELEASE OUTSIDE 
Cp. S: 

x 


I< 


IN 


spLIT WIDE ROUTE QK-6 RELEASE STRAIGHT apg. vs. CLOUD FADE 


l. B.P. 6 YDS. DEEP. 
2. GET YOUR HEAD & BODY AROUND QUICKLY. 
3. ВЕ ALERT FOR CLOUD FORCE, 


C.P.s: 


spurt NORMAL roure NONE ^ RELEASE NONE _ ADJ. vs. CLOUD_NONE 
ADJ. Vs. COV. 2: NONE 


Cu P. S: 1. .OH BLOCK, 


spLIT WIDE ROUTE ϐ RELEASE STRA[GHT ADJ. Vs. CLOUD FADE. 
οι sr Wo BoBy 6 vns. DEEP. 

24 GET YOUR HEAD & BODY AROUND QUICKLY, 

3. BE ALERT FOR CLOUD FORCE. 
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FIRM SERTES 


ΤΗΕ EJRM SERIES IS OUR MEDIUM RANGE TIMED PASSING GAME. FIRM TELLS 
THE LINE TO BLOCK BASE AND SET SHORT BECAUSE THE QB IS TAKING A 5 
STEP DROP. BOTH RB'S HAVE ».Ρ.ψ. ON THE OUTSIDE LB'ERS BEFORE ENTER- 
[NG THE PATTERN, WIDE RECEIVERS ADJUST THEIR ROUTES TO 12 YARD | 
BREAKING POINTS TO COORDINATE WITH THE FIVE STEP DROP, 


FIRM CAN BE COMBINED WITH OTHER PASSING SERIES AS A SECONDARY CALL 
THAT WOULD ALERT EVERYONE TO USE FIRM TECHNIQUES WITHIN THE FRAME- 
WORK OF THE PRIMARY SERIES CALLED. EXAMPLE: R-FIRM-468 FLAT, IT 
AMOUNTS TO A WEAKSIDE PATTERN READ WITH FIRM TECHNIQUES BEING USED, 


FIRM PROTECTION 


° 5 F C C F S C 
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aa © - O ΜΝ Yrs 
O RAY σ 40 STACK | 50 Ὁ LU 
BLOCKING RULES 
Y PATTERN 
ONSIDE TACKLE: BASE BLOC D.E. 
ONSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB 
CENTER : COVERED, BLOC NOSE - UNCOVERED, AREA BLOCK MAC WITH GUARDS. 
OFFSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB. 
OFFSIDE TACKLE: BASE BLOC D.E. 
A BACK: S.P.U. M-D-M WILL FRANK PATTERN. 


B BACK: S.P.U. M-D-M STUB ROVER PATTERN. 


COACHING POINTS 


PATTERN 


ONSIDE TACKLE 


Y SIDE 


ONSIDE 
GUARD 


CENTER 


"FSIDE 


GUARD 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK 


B BACK 


A BACK 


BASE BLOC DE ALONE - SINCE OB IS SETTING UP AT 7 YDS DEPTH YOU 
MUST BE ALERT TO SHUT OFF AN INSIDE RUSH QUICKLY & FIRMLY- 


OUTSIDE, UPFIELD RUSH BE ALERT TO RUN HIM BY & NOT TO GET 
DRIVEN BACK INTO QB'S LAP. YOUR DROP WILL BE SLIGHTLY SHORTER 
THAN FLARE, YOUR CONTACT WILL BE OUICKER & TOUGHER. 


BASE BLOC D.T. - VS 40 EXPECT HELP FROM OCN, AREA MIDDLE STUNTS - 
VS 40 STACK, LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK - 
LU OR RAY AWAY YOUR SIDE PUTS YOU M/M ON D.T. BUBBLE ON YOU, 

LU OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN. 30 DEF, LOU OR 
RAY CALL AWAY FROM YOU, CHECK LB TO HELP BACK ON OLB, NO HELP 
NEEDED, HELP OTT - GOT TO BLOCK TOUGH IN MIDDLE, CAN'T BACK UP MUCH 


VS 40, AREA BLOC MIDDLE WITH GUARDS - VS 40 STACK, MAKE LU OR 
RAY CALL TO STACK SIDE & WORK WITH THAT GUARD — VS 90 & 70 DEF. 
YOUR BUBBLE GUARD BECOMES LOU OR RAY & WILL AREA BLOC NOSE & MAC 
WITH YOU. VS 30 DEF, YOU WILL ESTABLISH THE LOU OR RAY TO HELP 
OUR H.B. OVER PLAY NOSE AWAY FROM CALL, YOU HAVE HIM M/M IF HE 
GOES AWAY - GOT TO BLOCK TOUGH IN MIDDLE, CAN'T BACK UP MUCH. 


BASE BLOC D.T. - VS 40, EXPECT HELP FROM OCN, AREA MIDDLE STUNTS 


VS. 40 STACK, LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK 
LU OR RAY AWAY YOUR SIDE PUTS YOU M/M ON D.T. BUBBLE ON YOU, LU 
OR RAY YOUR SIDE, CHECK LB TO HELP OCN - 30 DEF, LU OR RAY YOUR 
SIDE, CHECK LB TO HELP OCN. 


BASE BLOC DE ALONE - SINCE QB IS SETTING UP AT 7 YDS DEPTH YOU 
MUST BE ALERT TO SHUT OFF AN INSIDE RUSH QUICKLY & FIRMLY - 
OUTISDE, UPFIELD RUSH BE ALERT το RUN HIM BY & NOT TO GET 
DRIVEN BACK INTO QB'S LAP. YOUR DROP WILL BE SLIGHTLY SHORTER 
THAN FLARE, YOUR CONTACT WILL BE QUICKER & TOUGHER. 


S.P.U. M-D-M STUB TO ROVER. N/T RUN PATTERN CALLED, NO 
DATTEHN CALLED RUN BASE ROUTE. ALERT R & L = RIP & LIZ. ; 


| 


S PU. M-D-M WILL TO FRANK, N/T RUN FIRM PATTERN CALLED 
SO PATTERN CALLED RUN BASE. ROUTE. ALERT R & L = RIP & LIZ. 


FLARE SERIES 


THE FLARE SERIES IS OUR BASE WAY OF GETTING ALL 5 RECEIVERS INTO 
A PATTERN. FLARE TELLS THE LINE TO BLOCK BASE. AND SET UP FOR A 
QB TAKING A 7 STEP DROP. BOTH RB'S HAVE S.P.U. ON THE OUTSIDE 
LINEBACKER BEFORE ENTERING THE PATTERN. THE RECEIVERS RUN THEIR 
ROUTES AT THE ORIGINALLY ASSIGNED BREAKING POINTS. 


[то] 


ONSIDE TACKLE : 


ONSIDE GUARD: 


CENTER : 


OFFSIDE GUARD : 


OFFSIDE TACKLE: 


A BACK: 


B BACK: 


FLARE PROTECTION 


BASE BLOC D.E. 


COVERED, BASE 


COVERED, BLOC 
COVERED, BASE 
BASE BLOC | 
S.P.U. M-D-M 


S.pP.U. M-D-M 


BLOC D.T. 


NOSE - UNCOVERED, 


BLOC D.T. 


D.E. 


WILL TO FRANK. 


STUB TO ROVER, 


TY 


- UNCOVERED, 
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ὦ RAY (©) 40 STACK | 50 Ἢ = O LU [4 
BLOCKING RULES 
Y PATTERN 


BLOC L.B. 
AREA BLOC MAC WITH GUARDS. 


- UNCOVERED BLOC LB. 


PATTERN 


PATTERN 


COACHING POINTS 


y PATTERN 


ONSIDE TACKLE| BASE BLOC D.E. DEEP SET, 9 YDS. BY QB, MAKES YOUR DROP DEEPER 

Y SIDE & MAKES YOU GET TO AN ALMOST HEADUP POSITION ON D.E., YOU'VE 
GOT TO KEEP YOUR SHOULDERS PARALLEL TO L.O.S. AS LONG AS POSSIBL 
GOT TO KEEP HIM OUT OF "NO MAN'S LAND", DON'T LET HIM BACK DOOR 
YOU - STUNTS, WILL BE ZONE & M/M DEPENDING ON 1ST PENETRATOR'S 
PATH - YOU'LL BE READY FOR ANYTHING. BUBBLE TO YOUR INSIDE PUTS 
YOU M/M ON D.E.: INSIDE OL OUTSIDE MOVES. 

ONSIDE BASE BLOC DT VS 40 EXPECT HELP FROM OCN, AREA MIDDLE STUNTS. VS 

` 40 STACK LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK. LU 

GUARD OR RAY AWAY YOUR SIDE PUTS YOU M/M ON D.T. - BUBBLE ON YOU, LU 
OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN - 30 DEF, LOU OR 
RAY CALL AWAY FROM YOU, CHECK LB TO HELP BACK ON OLB, NO HELP 
NEEDED, HELP OTT. 


VS. 40, AREA BLOC MIDDLE WITH GUARDS - VS 40 STACK, MAKE LU OR 
RAY CALL TO STACK SIDE, WORK WITH THAT GUARD-VS 90 & 70 DEFENSE 
YOUR BUBBLE GUARD BECOMES LU OR RAY & WILL AREA BLOC NOSE & MAC 
WITH YOU - VS 30 DEF, YOU WILL ESTABLISH THE LU OR RAY TO HELP 
OUR HB. OVERPLAY NOSE AWAY FROM CALL, YOU HAVE HIM M/M IF HE 
GOES AWAY, LOOK FOR BUCK IF NOSE GOES TO CALL. 


CENTER 


^FFSID BASE BLOC D.T. - VS 40 EXPECT HELP FROM OCN, AREA MIDDLE STUNTS, 
E VS. 40 STACK, LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK- 


LU OR RAY AWAY YOUR SIDE PUTS YOU M/M ON D.T. - BUBBLE ON YOU. 
LU OR RAY YOUR SIDE, CHECK LB TO HELP OCN - 30 DEF, LU OR RAY 
YOUR SIDE, CHECK LB TO HELP OCN. 


GUARD 
BASEBLOC DE - DEEP SET, 9 YDS BY OB, MAKES YOUR DROP DEEPER & 
OFFSIDE MAKES YOU GET TO AN ALMOST HEADUP POSITION ON D.E., YOU'VE 
TACKLE GOT TO KEEP YOUR SHOULDERS PARALLEL TO LOS AS LONG AS POSSIBLE- 
GOT TO KEEP HIM OUT OF "NO MAN'S LAND", DON'T LET HIM BACK DOOR 
OPEN SIDE YOU - STUNTS, WILL BE ZONE & M/M DEPENDING ON 1ST PENETRATOR'S 


PATH - YOU'LL BE READY FOR ANYTHING. BUBBLE TO YOUR INSIDE PUTS 
YOU M/M ON D.E. INSIDE OR OUTSIDE MOVE. 


QUARTER 
BACK 


RUN PATTERN 


- STUB TO ROVER N/T 


S.P.U. 
B BACK 


CS.P.U. = WILL TO FRANK, N/T RUN PATTERN = ALERT ON LU OR RAY 
CALL VOU MAY NOT GET HELP ON BACKER IF SEEDED, (DO NOT DEPEND 
à BACK ON HELP.) 
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SERIES & PROTECTION Εἰ ARE PATTERN 2/7 FLARE CONTROL [JP X-Z DELAY 


COVER 4 FREE 


| с 
C ç 
Ç ; 
7 ἢ a i 
COV 1 SKY | COV 2 ' ..... 
' ‘ | . P d ‘ 
I y n . ' 
E ! кє ; к κο. ας 
| ae M - 
I 
| pia OOLIOO Ἴ 
O 
COV 3 Z COV 5 LIGHTNING ` 
F 
C i 
{ . 
i "Ww ΐ 
| O 
{704 Ὧ 


σον а σον 9 


COACHING POINTS 


SERIES & PROTECTION_FLARE PATTERN_2/? FLARE CONTROL ΙΡ X-Z DELA 


QUARTERBACK 
P.S.L. SAFETIES READ MAC-FRANK DROP 7 STEP 


PROGRESSION MAC WEAK: Y-Z-B; MAC STRONG: κ-Α 
1. READ MAC AND THROW BEHIND HIS DROP 
C.P.s: 2. READ THE DEEP PHASE OF THE PATTERN FIRST. THEN GO TO 
THE DELAYS 
3. KNOW DEPTH ἃ POSITTON OF LB'ERS BEFORE GOING TO NELAY'S 


4. TF WR'S ARE se Ed ON BREAK THE HOOK-UP 
VS. BLITZ - THIN ON 7 ROUTE 


S 
REC. ADJs Vs CLOUD X NONE b NONE Z ΝΩΝΕ :Y's ADJ. Vs. COV. 2 NONE 


HALFBACK 
Protection S WILL ROUTE UP |  . o 
ὅριον. de SPU,  WIBLOON THE NOVE 

ΤΡ 2. RUN A UP FLARE TO 8-10 YDS DEFP THEN BREAK FOR THE FLA: 
3. READ REACTION OF CB ON X 
4. ANGLE OUT TO A DEPTH 18 YDS. DEEP. 
FULLBACK 
Protection S,P,U, SJUR RouTE__ UP. | RELEASE ΙΝΕΙΡΕ .— 
. 1. AFTER YOU CLEAR L.O.S. READ INSIDE LB'ERS DROP. 
C.P.S: 2, IF HE DROPS AWAY FROM YOU, BE ALERT FOR BALI, 
3. LOOK FOR BALL OVER INSIDE SHOULDER. 
4. IF STUB HOLDS YOU UP ON L.O.S., BREAK FLAT TO OUTSIDE. 
X 


Ir 


IN 


SPLIT NORMAL ROUTE 2 DELAY RELEASE_FXP| ONE ADJ. Vs. CLOUD [INSIDE 


σρς: l. 7 YD. DEPTH 
CAN USE 3 STFP OUTSIDE STICK 
IF CLOUD DON'T STICK 

READ ZONE - STOP IN CAVITY 
READ MAN = RUN AWAY FROM 

MUST GO UNDER DROPS OF BACKERS 


SPLIT NORMA! ROUTE 7 RELEASE OUTSIDE ADJ. Vs. CLOUD REAN 
ADJ. Vs. COV. 2: NONE 


READ CORNER BACK. TURN OUT WHEN HE PRESSES Z 

BEAT ROVER VS. MAN COVER 

PUSH THE ROVER DEEP UNTIL YOU READ CB REACTING UP TO 
COVER 2, THEN BREAK OUT BEHIND CB - YOU SHOULD BE 
15-20 YDS. DEEP. 


SPLIT NORMAL | RouTE 2 DELAY RELEASE SLOW ΑΠΘ. vs. cLoup [NSIUJE 


MISS COUNT 
7 YD. DEPTH 
READ ZONE - STOP IN CAVITY 
IF CORNER COVERS YOU, DRIVE ROUTE INSIDE. READ DROP 
OF LB'ERS. 
MUST CO UNDER ALL DROPS OF BACKERS 
17605 


G On ἡ. оо 


C.P.s: 


tla 


C.P.s: 


σι & Whore 


SERIES & PROTECTION FLARE ParrERN 438 FLARE CONTROL R SMFAV-WHFEL 


dard 2 


ον 3 7 _ | COV 5 LIGHTNING 
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COACHING POINTS 


SERIES & PROTECTION FLARE parrern "38 __ FLARE CONTROLS SNEAK-MP{ 
QUARTERBACK 
p.s.L. SAFETIES READ ROVER DROP 7 STEPS 
PROGRESSION Z-X-B 
1. IF ROVER DROPS TCO DEEP TO HIT 8 ROUTE GO BACKSIDE TO 4 COMBINATION 
C.P.s: 2. VS C-2 YOU LOSE YOUR 8, WORK 4 TO B. 
3. VS C-7 WORK Y TO B. 
4. THIS IS A COOD PATTERN WHEN THM ROVER IS NOT A PROBLEM TO HIT 7 ON 


HIS 8 ROUTE. 


REC. ADJs Vs CLOUD x BURST yHOOK-UP z FADE .ү'< aps. vs. σον. 2 HOOK-UP 


HALFBACK 


Protection 


S,D,U, WILL RourE . "HEEL 


ae SET UD, READ IDD, 

C.P.S: 2, RELEASE UPFIELD TO 7 YDS. DEPTH, RUN WIDE ROUTE. 
3. YOU HAVE NO ADJUSTMENTS ON THIS WIDE ROUTE. 
4. RUN IT TO SIDELINE AND TURN UP. 

FULLBACK 
Pessectron Sere SIUS ROUTED, ο RELEASE INSIDE 
c.p.g. 1. . SET UP INSIDE - READ STUB. 

-P.S: 5. RELEASE OVER CENTER AREA. 
3. GET 7 YDS. DEEP OVER WEAK TACKLE. 
4. ВЕ ALERT FOR THE BALL. 
A 

1 ) 

sprit WIDE ουτε £ RELEASE VARIARLE aps. vs. croup RURST 

ορ: l: DRIVE UPFIELD TO A DEPTH OF 13 YDS. 

-S' 9 GET DEPTH & WIDTH. 

3. YOU HAVE RUN - AWAY OPTION VS PRESS. 

Y ; 
sprit NOMAL route 3 RELEASE INSIDE — apu. vs. cLoup HOOK-UP 
ADJ. Vs. σον. 2: HOOK-UP 
C.p.s. l- RELEASE INSIDE - READ LINEBACKER COVERAGE ON YOU. 

„P.S? 2,  YOUP NORMAL B.P. IS 8 YDS. 
3. VS. TOUGH LB'ER COVERAGE, SEEK A COLLISION. 
4. VS. C-4 OR C-9 RUN 3 ROUTE OFF ROVER 
x 5. VS. C-3 RUN 3 ROUTE OFF FRANK. 
SPLIT OA IDE ROUTE 89 RELEASE VARIABLE aps. vs. cLoup FADE 
eB 1. .GET UPFIELD QUICKLY - PUSH THE CORNER DEED. 
PLSI YOUR B.P. IS 12 YDS. DEEP. . 
3. LOOK FOU THE BALL ON YOUR BREAK - YOU SHOULD HAVE IT 


NO DEEPER THAN 16-22 YDS. DOWVNFIELD 
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SERIES & PROTECTION FLARE _ PATTERN 895 FLARE CONTROL A ANGLE 
STOP 


COVER 4 FREE 


COV 1 SKY "| COV 2 


cov 3 Z _ | cov 5 LIGHTNING 


COACHING POINTS 


SERIES ἃ PROTECTION _ F|ARE . PaTTERN 495 FLARE CONTROL A ANGLE 
QUARTERBACK VS. ZONE WORK 4 ANGLE; VS. MAN 5 STOP COMB. STOP 
p.s.L. SAEEFTIES READ MAC-EDANK pRoP 7 STEP DROP 


PROGRESSION 1. VS. ZONE READ DROP OF MAC 
2. CHECK FRANK'S REACTION TO 4 CUT TO SEE IF Y IS A 
C.P.s: POSSIBILITY 
3. VS. C-2 BE ALERT FOR Y 
4. VS. C-8 YOU SHOULD HAVE A 1-1 WITH Z ON CORNER 
5. VS. C-3 YOU WILL WORK STRONG - KNOW TYPE OF C-3 
BEING USED. 


REC. ADJs Vs CLOUD X BURST Υ NONE Z FADE :Y's aps. Vs.cov. 2 NONE. 


HALFBACK 


Protection S,P,U, W ROUTE ARNOLD _ _ __________ 


Ἐν READ DROP OF MAC. YOU MUST COME UNDER HIM ON THIS 
C.P.s: ROUTE 


FULLBACK 


Protection  S,P,U, STUR ROUTE STOP RELEASE OUTSIDE 


1. SPRINT DRIECTLY TO A DEPTH OF 7 YARDS ON THE INSIDE 
EDGE OF NUMBERS. 
2. DO NOT DRIFT ON THIS ROUTE. 


C.P.s: 


X 
sPLIT NORMAL | ROUTE 4 RELEASE_EXP| ODF ADJ. Vs. CLOUD BURST 
1. B.P. 15 YDS DEEP - GET MAXIMUM DEPTH AND WIDTH. 
C.P.S: 95° DRIVE OFF AND PUSH DEEP. THIS IS A SPEED ROUTE. 
3. SQUARE IN AT 20: AS YOU COME INSIDE, THE OB WILL 
THROW YOU OPEN 
4. VS. CLOUD BURST 
X 
SPLIT NORMAL ROUTE 9 RELEASE OUTSIDE aps. vs. cLoup NONE ` 
ADJ. Vs. COV. 2: STAY OM NEAR KASH 
c.p.s. l- RELEASE OUTSIDE TO NUMBERS. B.P. IS 10-12 YDS. DEEP. 
:**9* 2. KEEP ROVER TO YOUR OUTSIDE 
3. BE ALERT FOR BALL ON BREAK AS YOU MAY SPLIT THE 
FRANK & ROVER. 
z 
SPLIT NORMAL ROUTE 5 RELEASE EXPLODE ADJ. Vs. CLoUD FADE 


C.P.s: l READ THE CORNER, VS. CLOUD FORCE FADE. 
2. NO CORNER FORCE EXECUTE A GOOD 5 ROUTE. 
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SERIES & PROTECTION FLARE PATTERN 555 FLARE CONTROL BASE 
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COACHING POINTS 
SERIES ἃ PROTECTION FLARE PATTERN 555 FLARE CONTROL PASE 


QUARTERBACK 2 MINUTE PATTERN - ADVANCE THE BALL PLAY. 


p.S.L. SAFETIES READ MAC-FBANK DROP 7 STEPS 


PROGRESSION STRONG Z-Y-B: WEAK X-A 
1. TAKE A GOOD 7 DROP. 
C.P.s: 2. WHEN DIRECTION IS DETERMINED, CONCENTRATE ON YOUR 
COMBINATION, WORKING OUTSIDE-IN. 
3. TRY TO GET THE EALL TO YOUR 5 ROUTE. 


REC. ADJs Vs CLOUD X FADE v MONE Ζ FADE:Y's ADJ. Vs. COV. 2 MOF 


HALFBACK 


Protection S,P,U, WILL ROUTES BASF cA αλα ie s 
ταν STEP AT WILL, CHECK "ΕΜ 6 THEN RELEASE LOSING GROUND 
C.P.s: SLIGHTLY. 


2. ROLL THROUGH THE ORIGINAL ALIGNMENT OF X. 
3. DON'T HURRY AND WORK UPFIELD TOO FAR. 


FULLBACK 
Protection S,P.U. STUB ROUTE RASE RELEASE QUISIDE 
xcs STEP AT STUE, CHECK 'EM & THEN RELEASE LOSING GROUND 
C.P.s: SLIGHTLY. | 
22 ROLL THROUGH THE ORIGINAL ALIGNMENT OF Z. 
3s DON'T HURRY AND WORK UPFIELD TOO FAR. 
X 
SPLIT NORMAL _ ROUTE Ὁ RELEASE VAB[ARLE ADJ. Vs. CLOUD FADF. 


C.P.s: l. DRIVE OFF THE L.O.S., READ CORNER & FRANK FOR COVERAGE. 


2. STICK CORNER, CREATE A GOOD THROWING ANGLE FOR ОБ. 
3. COMEBACK HARD TO QB ON BREAK. 
4. FADE VS CLOUD FORCE. 
Y 
SPLIT _ NORMAL ROUTE 5 RELEASE QUTSIDE. ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: NOME 
„1, OUTSIDE RELEASE, DRIVE ТО А DEPTH OF 10 YDS ON INSIDE 
C.P.s: EDGE OF NUMBERS. 
2* DEEP ROVER TO YOUR OUTSIDE SHOULDER. 
du DECLARE YOUR POSITION BEFORE YOU SLIDE TO GET OPEN. 
2 


spLIT NORMAL ποῦτε 5 RELEASE VARIABLE ADJ. Vs. CLOUD FADE ` 


DRIVE OFF THE L.O.S., READ CORNER & FRANK FOR COVERAGE. 

STICK CORNER, CREATE A COOD THROWING ANGLE FOR OB. 

COMEBACK HARD TO OB ON BREAK. 

FADE VS CLOUD FORCE. 
1 


4 LON ΕΓ! 
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COACHING POINTS 


SERIES & PROTECTION FLARE ParrERN 666 FLARE CONTROL BASF 


QUARTERBACK MIRRORED PATTERN 


P.S.L. SAFETIES READ MÁAC-FRANK DROP 7 STEP 


PROGRESSION ONCE DIRECTION IS DETERMINED, STG. Y-Z-B; WK Y-X-A 
1. GIVE Y A GOOD CHANCE TO WORK BEFORE GETTING OFF HIM 
C.P.s: 2. MUST BE ALERT FOR COV. 3 
3. USED VS. 4 DL DEFENSES. 


REC. ADJs Vs CLOUD X BURSI Y. NONE. Z BURST:Y's ADJ. vs. cov. 2 NONE 


HALFBACK 
Protection S,P,U, WILI ROUTE _ BASE 
c.p.g: L. CHECK WILL - THEN RELEASE LOSING GROUND SLIGHTLY. 
‚+51 2, ROLL THRU THE ORIGINAL ALIGNMENT OF X 
3. GIVE OB YOUR NUMBERS ON THE ROLL. 
4, DON'T HURRY & GET UP FIELD TOO FAR. 
FULLBACK 
ProtectionS,P,U, STUB ROUTE RASE RELEASE OUTSIDE 
C.p.s. 1. STEPAT STUB. CHECK 'EM, THEM RELEASE LOSING GROUND 
σας SLIGHTLY. : 
2. ROLL THRU ORIGINAL POSITION OF Z. 
3. GIVE OB YOUR NUMBERS ON THE ROLL. 
4. DON'T HURRY AND-DON'T WORK UPFIELD TOO FAR. 
x 
sPLIT WIDE ROUTE 6 RELEASE VAR[ARLE ADJ. Vs. CLOUD RIJRST 
C.p.s. l- GET TO 15 YARDS B.P. QUICKLY, STICKING DE OUTSIDE, THEN 
V ee COME BACK το OE IN OPEN AREA. 
2. READ COV. TECH. OP CB AND RUN ROUTE ACCORDINGLY. 
3. BURST VS. CLOUD. 
4 EE ALERT FOR BRACKET COVERAGE - COV. 6. 
x 
sPLIT NORMAL RoUTE 6 RELEASE [NSIDE. Ару. vs. cLoup_ NONE 


IN 


ADJ. Vs. COV. 2: NOME 


CG. pig: l. INSIDE RELEASE 
2. READ MAC. & ROVER FOR COVERAGE. 
3. USE WHATEVER STEM YOU WANT 
4. DECLARE YOUR POSITION, BEFORE YOU SLIDE TO GET OPEN. 
sPLIT WIDE  Βουτε — 6 —  RELEASEVARIADLE ADJ. vs. cLoup_BURST 
| 1. СЕТ ТО 15 YDS. B.P. QUICKLY, STICK DB OUTSIDE 
C.P.s: _ TEEN COME BACK TO OB IN OPEN AREA. 
2. READ COVERAGE TECHNIQUE OF DB, AND RUM ROUTE ACCOPDINCIY. 
3. BURST VS. CLOUD 
4. BE ALÉRT FOR BRACKET COVERAGE ~ COV. 3 
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SERIES & PROTECTION FLARE PATTERN 727 FLARE CONTROL |JP-Y 
DELAY 


COVER 4 FREE 


cov 3 Z | COV 5 LIGHTNING 


COV 9 


COACHING POINTS 


SERIES & PROTECTION FIRM PATTERN 989 FLARE CONTROL LOOP 
. GAME PLAN WILL USUALLY DETERMINE WHAT (BASE) 
UARTERBACK CORMER WE CAN BEAT. 
p.s.L. SAFETIES reap MAC-FRANK prop 5 STEP 


PROGRESSION X OR Z TO Υ 

1. GET THE BALL IN THE AIR QUICKLY, KEEPING THE BALL 
C.P.s: OUTSIDE. 

2. G.P. WILL DICTATE SPECIFIC CORNER TO WORK ON. 

3. VS. C-2 Y IS THRU THE POST. 

4. WORK YOUR BACKS WHEN ALL ELSE FAILS. 


REC. ADJs Vs CLOUD X NONE Y_NONE 2 NONE :¥'s ADJ. Vs. COV. 2 _ BER 
HALFBACK 


Protection S.P.U, WILL ROUTE LOOP 


C.P.s: lo DELAY YOUR RELEASE UNTIL QB HAS SET-UP. 
2. RELEASE ON A LOOP FLARE SPLITTING THE DROP OF 
WILL AND MAC. 


FULLBACK 
Protection S,P.U, STUB _ ROUTE LOOP RELEASE OUTSIDE τ 
C.P.s: 1. DELAY YOUR RELEASE UNTIL QB HAS SET-UP. 
2. RELEASE ON A LOOP FLARE SPLITTING THE DROP OF 
STUB AND ROVER. 
X 


SPLIT NUMBER RourE 89 RELEASE ΝΑΕΙΛΒΙ SDJ. vs. οπου; ЧО 


C.P.s: l. SPRINT AT THE CORNER. κ 
2. YOU MUST DECIDE BY 11 YDS. DEPTH WHETHER YOU ARE 
GOING INSIDE OR OUTSIDE HIM. 
3. AFTER YOU BREAK PAST THE CE SPRINT, DO NOT LOOK 
FOR THE BALL UNTIL YOU HAVE TAKEN FIVE STRIDES. 
4. THE OB WILL THROW YOU OPEN 3-5 YDS. IMBOUNDS. 


Y 
SPLIT NORMAL ROUTE 8 RELEASE QUITS ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: B&R 
C.P.s: k OUTSIDE RELEASE, READ ROVER & FRANK FOR COVERAGE. 
a. C-2 RUN POST ROUTE, STAY ON OR OUTSIDE NEAR HASH. 
b. VS. COVERACES WITH DB IN POST AREA. 
(1) COVERED - RUN 4 ROUTE AT 16 YDS. DEEP. 
Z (2) UNCOVERED - RUN 6 ROUTE AT 16 YDS. DEEP 


SPLIT NUMBER ROUTE 9 RELEASE VARIABIL ADJ. Vs. CLOUD NOME 


l. SPRINT AT THE CORNER. 

2. YOU MUST DECIDE EY 11 YDS. DEPTH WHETHER YOU ARE 
GOING INSIDE OR OUTSIDE HIM. 

3. AFTER YOU BREAK PAST THE CE SPRINT, DO NOT LOOK 
FOR THE BALL UNTIL YOU WAVE TAKEN FIVE STRIDES. 


C.P.s: 


SERIES ἃ PROTECTION ΕΙΝ PATTERN 930 FLARE CONTROL {090P (BASE) 
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COACHING POINTS 


SERIES & PROTECTION FIRM PATTERN 363 FLARE CONTROL STP 


QUARTERBACK DIRECTION WILL DETERMINE PROGRESSION. 


P.S.L. SAFFTIES READ MAC-ERANK DROP_QUICK 5 STEPS 


PROGRESSION STRONG: Z B Y; WEAK X-A-Y 
l. GET THE BALL TO 3 CUT ON THE BREAK. 
C.P.s: 2. IF YOU READ CLOUD FORCE, THINK BACKS TO Y. 
3. LB'EPS WHO DROP QUICKLY MAY ALLOW YOU TO GO TO Y 
QUICKLY. 


REC. ADJs Vs CLOUD X FADE | Y NOME 2 FADE:Y's ADJ. Vs. cov. 2 NONE 


HALFBACK 


Protection  S,P,ll, WILL FIRM ROUTE FIRM STOP 


C.P.s: ]. RELEASE QUICKLY, READING WILL ON THE MOVE. 
ERE" GET ON WILLS OUTSIDE SHOULDER, STOP AT 6 YDS DEEP. 


3. BE CAREFUL TO MEVER SLIDE IN-KEEP GOOD SEPARATION FROM Y 
4 VS STRONG ZONE STOP EETWEEN WILL AND MAC. 


FULLBACK 


ps 


< 


IN 


Protection p ς “ROUTE FIRM STOP RELEASE  [MS[DE 


GPs l. RELÉASE OUICKLY, READING STUB ON THE MOVE. 
2. STOP AT 6 YDS DEPTH OVER Y ORIGINAL ALIGNMENT. 
3. VS MAN, PUSH STUB UPFIELD AND GET ON HIS OUTSIDE 
SHOULDER.: š 


SPLIT ΝΟΞΗΑΙ ROUTE 3 RELEASE STRAIGHT ADJ. Vs. CLOUD FADE 


С.р.в: 1. DRIVE QUICKLY TO YOUR B.P. DEPTH 11 YDS. DEEP. 
ος τς READ TECHNIQUE OF CORNER AND RUN ROUTE ACCORDINGLY. 
3. VS CLOUD FORCE FADE. 
4. LOOK FOR BALL ON EREAK. 
SPLIT NORMAL войтЕ_ б RELEASE [NSIDE ADJ. Vs. CLOUD NONE 


ADJ. Vs. COV. 2: NONE 


C.p.s; 1. HEAD & SHOULDER FAKE. 
2. INSIDE RELEASE, COME UNDER LB'ERS, FAN TO 6 YDS DEEP 
OVER THE BALL. 


SPLIT ДОРА ROUTE j RELEASE STRAIGHT ADJ. Vs. CLOUD FADE 
DRIVE OUICKLY TO YOUR B.P. DEPTH 11 YDS. DEEP. 

READ TECHNIQUE OF CORNER AYD RUN ROUTE ACCORDINGLY. 
VS. CLOUD FORCE FADE. 

LOOK FOP BALL ON BREAK. 


£ ds 
C.P.s: 5 _ 
3 
4. 


SERIES & PROTECTION FLARE PATTERN 787 FLARE CONTROL WIDE 


COVER 4 FREE 
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COACHING POINTS 


SERIES & PROTECTION F! ARF PATTERN 814 ἨΈ CONTROL "B" ΑΙ | ΕΥ 


QUARTERBACK THINK STRONGSIDE WIDE 
P.S.L. SAFFTIES READ MAC-ROVER DROP 7 SIEPS 


PROGRESSION Z-Y-8 
C.P.s: 1. GOOD 7 STEP DROP. READ MAC TO ROVER FOR ZONE OR ΜΑΝ 
2. IF Y IS OPEN ON HIS BREAK YOU MAY WANT TO HIT HIM. 
3. IF GOING TO B BACK, GET HIM THE BALL NEAR L.O.S. 

4. BE ALERT FOR C-3, HIT A ON WIDE ROUTE. 


REC. ADJs Vs CLOUD κ ΕΛΠΕ v NONE Z BURST:Y's ADJ. Vs. σον. 2 ΝΩΝΕ 


HALFBACK 


Protection S.P,U, W ROUTE WIDE lll 
l. DRIVE AT OUTSIDE SHOULDER OF WILL AS IF RUNMING ἃ CLOSE 

WORK UPFIELD 7 YDS. DEEP. VS MAN BEAT WILL. 

IF MAC & WILL DROP WEAK, STOP IN THE HOLE, BUT CUT 7 

YDS. DEEP. 

4. IF LB'ERS ARE REACTING TO YOU, RUN A CROSS ROUTE. 

5 IF YOU GET THE BALL, IT WILL BE NEAR EO S 


Protection | S,P,ll STUR.. ROUTE ALLEY RELEASE UIS DE 


w N 


FULLBACK 


c.p.s: l- CHECK STUB. 
.P.S: 5° ας you ROLL INTO THIS ROUTE GIVE THE QB YOUR NUMBERS 
3. BE UNDER CONTROL. 
4. IF LB'ERS ARE REACTING TO YOU, RUN A CROSS ROUTE. 
s. IF YOU GET THE BALL, IT WILL BE NEAR L.O.S. 
x 
SPLIT_WIDE ROUTE 3 RELEASE VARIABLEADJ. Vs. CLOUD FADE 
1. DRIVE OFF L.O.S AND PUSH THE CORNER DEEP, ATTEMPTING 
Cp s: TO TURN HIM OUTSIDE. 
2. GIVE HIM A MOVE AT THE TOP OF YOUR STEM & GO TO POST. 
3: BE ALERT FOR DOG COVERAGES. CHECK FRANK. BEAT THE 
CORNER ANYWAY YOU CAN. 
4. FADE vs CLOUD. 
Y 
sPLIT NORMAL ποτε | . RELEASE OUTSIDE ADJ. Vs. CLOUDNCNE . 
ADJ. Vs. COV. 2: NONE 
. PUN ONE ROUTE, GET UPFIELD 4 YDS. DEEP. ROLL OFF THE 
- BREAK AND STRETCH ΤΗΕ ZONE LATERALLY. 
2. BE ALERT FOR BALL ON BREAK. 
3. AFTER YOU CLEAR NUMBERS, RUN GO 
z 4. VS CLOUD FORCE, TURN UP INSIDE OF CB. 


sPLIT WIDE ROUTE 4 RELEASE VAR[ABLF ADJ. Vs. CLOUD BURST 
DRIVE OFF AND PUSH DEEP TO 18 YDS. GET TO MAXIMUM DEPTH 
AND WIDTH. 

SQUARE IN AT 23 YDS. AS YOU COME INSIDE, THE QB WILL 
THROW YOU OPEN. 

EXPECT THE BALL ON THE BREAK. 

VS CLOUD BURST, RUN 4 ON ROVER 

BE ALERT FOR BRACKET COVERAGE 


C.P.s: 


t 


UY te Qa 
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SERIES & ΡΒΟΤΕΟΤΙΟΝΕΙ ΑΒΕ PATTERN — 814 FLARE CONTROL "B" ALLEY 
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COVER 4 FREE 
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COACHING POINTS 
SERIES & PROTECTION FLARE PATTERN 787 FLARE CONTROL WIDE 


QUARTERBACK MIRROR PATTERN - THINK STRONGSIDE 


P.S.L._SAFFTIES READ MAC-FOANK prop 7 STEP 


PROGRESSION MAC OR FRANK HARD WK: Z-Y-B; NONE: X-A 
1. DIRECTION DETERMINED READ COVERAGE 
C.P.s: 2. GIVE 7 ROUTES A CHANCE TO WORK 
3. BE ALERT FOR Y'S ADJUSTMENT 
4. IF C-2 KNOW IF CORNERS HOLD THE FLAT, OR IF THEY RUN 
WITH WR'ER. 
VS C-3 THINK X-A COMB 


©» 
REC. ADJs Vs CLOUD X B[IRST YA ADJUST Z BURSI :Y's ADJ. Vs. COV. ? BRE — 
HALFBACK 


Protection S P U, VILI ROUTE WDE uso 
1. DRIVE AT OUTSIDE SEOULDER OF WILL: READ HIS ΡΒΟΡ. 
C.P.s: 9. WORK UPFIELD 7 YDS. DEFP: JAB & BREAK OUTSIDE VS ΜΑΝ 
BEAT WILL! 
3. IF WILL & MAC DROP WEAK, STOP IN THE HOLE BETWEEN THFM 
-AT 7 YDS. DEPTH. 


4. F J ay JEEN = ND τ | 
FULLBACK IF YOU SEE CLOUD FORCE, STOP BETWEEN THE CB AND WILL 


protection S P.U, STUB ROUTE WIDE RELEASE OUTSIDE 


| 1. DRIVE AT OUTSIDE SHOULDER OF STUB, READ HIS DROP. 
C.P.S: 59° WORK UP FIELD 7 YDS. DEEP, JAB AND BREAK OUTSIDE. VS MAN 
BEAT STUB! 
3. IF STUB IS DROPPING DEEP, BE ALERT TO STOP IN THE HOLE 
BETWEEN HIM AND ROVER OR CORNER. 


x 
SPLIT MAX ROUTE 7 RELEASE FXPLODE apg. vs. cLoup_BURST 
l. VS. CLOUD FORCE: BURST RUN 7 ROUTE OFF SAFETY 
C.P.s: 9. IF NO CLOUD FORCE: CONVERT 7 ROUTE TO 5 ROUTE AT 18 YDS. 
DEPTH. 
3. VS. CROWD TECHNIQUE RUN 7 ROUTE ON CORNER. 
i. KNOW DIFFERENCE BETWEEN COV. 7 CROWD AND COV. 4 CROWD. 
Y 
SPLIT_NORMAI ROUTE 8 RELEASE OUTSIDE abu. vs. CLOUD_NONE 
ADJ. Vs. COV. 2: BRRR 
]. VS. C-2 RUN POST ROUTE-STAY ON NEAR HASH 
C.P.s: 2. VS. DEFENSE WITH MAN IN POST: 
a. COVERED-RUN 4 ROUTE AT 16 YDS. DEEP. 
b. NOT COVEPED - RUN 6 ROUTE AT 20 YDS. DEEP 
z 


SPLIT MAX ROUTE 7 RELEASE EXPLODE abs. vs. cLoup_BURST 


1. VS. CLOUD FORCE: BURST RUN 7 ROUTE ON SAFETY 

2.. NO CLOUD FORCE CONVERT 7 ROUTE to 5 ROUTE AT 18 YDS. 
DEPTH. 

3. VS. CROWD TECHNIQUE RUN 7 ROUTE ON CORNER 

4. KNOW DIFFERENCE BETWEEN 7CROWD AND 1 CROND: 


3 ΠΠ“, 
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SERIES & PROTECTION FLARE PATTERN ο FLARE CONTROL"A" [N WHEEL 


COVER 4 FREE 


COV 2 


COV 1 SKY 


cov 3 Z | COV 5 LIGHTNING 
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SERIES & PROTECTION FLARE PATTERN 


"OW 


COV 


COV 


989 


FLARE CONTROL R CROSS 
SNEAK 


COVER 4 FREE 


COACHING POINTS 


SERIES & PROTECTION ΕΙ ARE PATTERN 939 FLARE CONTROL B CROSS 
QUARTERBACK ZONE ROUTE - THINK STRONGSIDE SMEAK 
(DBL Cn 


P.S.L. SAFETIES READ MAC - ROVER DROP STEPS 


PROGRESSION  Y-A-B 
1. TAKE A COOD 7 STEP DROP. 


C.P.s: 2. TPY TO WORK Y 
3. ΙΕ UNDERNEATH COV. IS TOO DEEP TO DO SO; WORK YOUR BACKS 
4. VS. WEAK COVERACES, YOU MAY HAVE Z. (COV. 5 & 6) 
5. VS. STRONG COVERAGES, YOU MAY HAVE X. (COV. 3) 
6. VS. BLITZ GO TO WR'S. 
REC. ADJs Vs CLOUD X FADE v NONE z FADE :Y's ADJ. vs.cov. 2 BSR 
HALFBACK 
Protection S,P,U. WILL ROUTE SNEAK 


l. SET UP INSIDE TO CHECK WILL. 
C.P.s: 2, DELAY YOUR RELEASE LONG ENOUGH FOR B TO EXECUTE HIS 
CROSS ROUTE FOR LE'ERS TO DROP. 
3. TRY TO RELEASE INSIDE YOUR TACKLE IF DEFENSIVE FRONT 
ALLOWS IT. 
4. CROSS TO A DEPTH OF 5 YDS DEEP OVER Y'S ALIGNMENT. 
FULLBACK s. DON't LOOK FOR BALL UNTIL YOU CLEAR PROTECTION. 


Protection S,D,l STUB ROUTE CROSS RELEASE INSIDE 


С.р.в: 1. CHECK STUE OUICKLY, COOD АРС RELEASE. 
r S: 2. ` СЕТ TO A 4 YD. DEPTH ON B.P. & CROSS T O 7 YDS. DEEP 
OVER FAR TACKLE. 
3. COME UNDERNEATH MAC OR WILL - CREATES A PICK TECH. 
FOR ἃ BACK. 


x 
sPLIT NORMAL πουτε 9 RELEASE VAR[ARLE ADJ. Vs. CLOUD FADE 
_ 1l. YOUR JOE VS. MOST COVERAGES IS TO TIE UP CORNER AND 
C.P.s: FRANK. 
2. VS. INSIDE TECHNIQUE OF CE. BE ALERT FOR BALL 
3. RELEASE OUTSIDE CB. 
Y 
SPLIT NORMAI ROUTE 9 RELEASE QUTSIDE ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: B&R 
Sas жы 1. OUTSIDE RELEASE. READ ROVER & FRANK FOR COVERAGE 
v ems a. 0-2 RUM POST POUTE. STAY ON OR OUTSIDE NEAR HASH. 
D VS. COVERAGES WITH DE IN POST APEA. 
(1) COVERED-RUN 4 ROUTE AT 16 YDS. DEEP 
z (2) UNCOVERED - RUN 6 POUTE AT 20 YDS. DEEP. 
SPLIT NORMA] _ ROUTE_ 9 RELEASE VAB|ABLEADJ. Vs. CLOUD FADE 
l: YOUR JOB VS. MOST COVERAGES IS TO TIF UP 6ΟΡΝΕΕ AND 
C.P.s: POVER. 


2. VS. INSIDE TECHNIQUE OF CB BE ALERT FOR EALL. 
3. PELEASE OUTSIDE CB. 


9 
` 
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COACHING POINTS 


SERIES & PROTECTION FLARE  PATTERN_ 727 FLARE CONTROL UP-Y 


QUARTERBACK THINK STRONGSIDE DELAY 


P.S.L. SAEETIES READ MAC. ΤΩ ROVER DROP 7 STEPS 


PROGRESSION B-Y-Z. IF YOU READ C-4 - THINK A BACK ON WILL. 


_ l. CHECK THE B BACK FIRST, GIVING Y TIME TO COME BACK INSIDE 
0.9.5: 2. VS. A ZONE READ YOU WILL BE GOING TO Y TO Z. 
3. VS MAN AND COMBOS (3-6-4) THE FB HAS A GOOD SHOT. 
4. VS BLITZ - THINK WR'S: 


f 
BEC. ADJs Vs CLOUD X RUPSI Υ NOME Z_BURST:¥'s ADJ. Vs. cod. 2 NOME 


HALFBACK 
\ 


Protection S,P.U. WILL ROUTE UP 


1. S.P.U WILL ON THE MOVE. 
C.P.S: 2. DRIVE AT INSIDE SHOULDER OF WILL - VS MAN BEAT HIM INSIDE 
3. BE ALERT FOR BALL ON C-4. 


FULLBACK 
Protection S. P U, STUR ROUTE ΙΡ RELEASE  [NS[DE 
C.P.s: Lus S.P.U. STUB ON THE MOVE. GO FULL SPEED. 
ΕΒ 9. RUN A CLOSE FLARE UP TO 8 TO 10 YDS. DEEP THEN BREAK 
FOR FLAG. 
3. ANGLE OUT TO A SPOT 20 YDS. DEEP AND BEHIND Z'S ROUTE. 
4. THE OB IS CHECKING YOU FIRST SO BE ALERT. DON'T GET 
X ` HELD UP. 


SPLIT WIDE ROUTE ᾖ7 RELEASE VAR[AB| FADJ. Vs. CLOUD BURST 


C.P.s: 1. READ COVERAGE ON RELEASE. 

£8: 5. чус CLOUD FORCE RUN BURST 7 ON FRANK. 

3. NO CLOUD FORCE, CONVERT 7 TO 5 ROUTE, BREAKING. POINT 
IS 18 YDS. DEEP. 


Y 
SPLIT NORMAL _ RouTE2 DELAY _ RELEASE OLISIDE ADJ. Vs. CLOUD NONE _ 
ADJ. Vs. COV. 2: NONE . 
1. OUTSIDE RELEASE - RUN AS IF YOU ARE RELEASING ON A 5 ROUT: 
C.P.S: 5° WORK TO A DEPTH ΟΕ 5 YDS AND GOOD WIDTH, LET B CLEAR. 
3. NOW THAT IT'S CLEARED OUT, COME BACK UNDER B, LOOKING FOF 
THE BALL. 
К 4. IF YOU ARE UNCOVERED ON BREAK, YOU CAN HOOK UP. 


SPLIT WIDE ROUTE 7 RELEASE VAR[ARIE ADJ. Vs. CLOUD PIIRS] 


l. - READ COVERAGE ON RELEASE 

2. VS CLOUD FORCE RUN BURST 7 OM ROVER. 

3. NO CLOUD FORCE, CONVERT 7 TO 5 ROUTE. B.P, is 18 YDS. 
DEEP. ' 


C.P.s: 
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SERIES ἃ PROTECTION KEV LT. PATTERN ME: FLARE CONTROL WIDE 


2220 S 


COACHING POINTS 


ONSIDE TACKLE 


CALL SIDE 


ONSIDE 
GUARD 
CALL SIDE 


CENTER 


`FSIDE 


GUARD 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


B BACK 


A BACK 


PATTERN 


BLOC END MAN ON LINE OF SCRIMMAGE (EMLOS) PASS SET BACK, CHECKING 
WILL ON DROP, NO DOG, HELP OR TAKE D.E. DEPENDING ON HIS PATH. 
YOU & YOUR GUARD WILL AREA BLOC WILL & D-E. - "STAY" CALL BY 
YOUR GUARD KEEPS YOU ON D.E. 


YOU & YOUR TACKLE WILL AREA BLOC THE DE & WILL - IF COVERED, 

PASS SET BACK & LOOK TO OUTSIDE AS YOU SET, TAKE DE IF ON INSIDE 

RUSH, -UPFIELD RUSH LOOK FOR WILL INSIDE OR το HELP YOUR TACKLE- 

UNCOVERED, BUT VS. 70 DEF MAKE "STAY" CALL TO YOUR TACKLE, LETTIS 
HIM KNOW TO STAY ON D.E. BECAUSE YOUR LB MOVED UP TIGHT, YOU 

MUST DOUBLE READ YOUR LB TO WILL IN THIS SITUATION. 


YOU WILL BLOCK TO ON D.T. IF UNCOVERED, GIVE YOURSELF A 
LITTLE ROOM TO PICE UP T-T STUNTS - YOU & CALL SIDE GUARD WILL 
HANDLE E-T'S & T-E WITH AREA PICKUP - YOU WILL ALWAYS TURN TO 
CALL SIDE ON 30 DEF LOOKING FOR INSIDE LB. TURN TO CALL VS. 90 
WORKING WITH YOUR CALL SIDE GUARD ON D.T. & wILL. VS. 70 DEF, 
CALL STAY & BLOC NOSE ALONE. 


vS. 40, BASE BLOC D.T. IF HE COVERS YOU - IF UNCOVERED, YOU 


WILL BLOC THE NOSE, GIVE YOURSELF SOME SET ROOM BACK FRO: LOS. 
& GET YOURSELF IN AN IN-BETWEEN POSITION - 40 DEF YOU HAVE 
YOUR D.T., M/M ON T-T STUNT - VS. 70 & 50 DEF MAKE "COVERED" 
CALL & BLOCK D.T. 


BASE BLOC D.E. - BUBBLE YOUR SIDE, ALERT FOR INSIDE RUSH BY 
YOUR D.E.. YOU HAVE HIM M/M _ IF YOUR GUARD IS COVERED, 
HANDLE E.T'S & DOES IN THE NORMAL WAY. 


KEY CALL AWAY FROM VOU S.P.U. = DOUBLE RESPONSE, VS. 4 MAN LINE 
МАС TO STUB VS. (30) 3 MAN LINE, BUCK το STUB IF YOU APE TO 
KREY CALE 91DB YOU ARE FREE TO RUN ROUTE N.P.U. 


KEY CALL AWAY FROM YOU S.P.U. 7 DOUBLE RESPONSE Vs. 4 MAN LINE 


MAC TO WILL VS. C303 3 MAN LINE, MAC TO WILL, IE: YOU АВЕ TO 
KEY CALL SIDR YOU ARE FREE TO RUN ROUTE N.P.U. 


ANAS 


COACHING POINTS 


SERIES & PROTECTION KEY PATTERN 748 FLARE CONTROL_WIDE 


QUARTERBACK THINK WEAKSIDE 


P.S.L. SAFFTIES READ MAC 2 FQANK pRop 7 STEPS 


PROGRESSION  X-A-Y TO Z OVER THE TOP 


1. TAKE A GOOD 7 STEP DROP & READ MAC TO FRANK, CONCENTRATE 


C.P.s: X TO À 
2. STAY WEAKSIDE UNLESS YOU HAVE TO FORCE THE BALL, 
THEN THINK Y TO Z 
3. IF FRANK MOVES FLAT TO X OR Y - BE READY TO GO TO Z 
IF MAC GOE EAK, YQU MAY B LE TO HIT Y. 
REC. ADJs Vs CLOUD X NUT v Ñ NE Z FADE Y's ADJ. Vs. σον. 2 NONE 


a a 


HALFBACK 


Protection N.S PiU ROUTE WIDE 2 ay 
1. RELEASE QUICKLY, DRIVE AT OUTSIDE SHOULDER OF WILL AS 
C.P.s: IF RUNNING A CLOSE FLARE. 
2. WORK UPFIELD 7 YDS. VS M/M BEAT WILL 
3. IF MAC AND WILL DROP WEAK, STOP IN THE HOLE 7 YDS DEEP. 
4. -IF YOU SEE CLOUD FORCE STOP IN HOLE BETWEEN CORNER AND 
WILL 


FULLBACK 


lA 


< 


IN 


Protection KEY ROUTE NONE RELEASE NONE 
1. YOU HAVE DOUBLE PICK-UP ON TWO LB'ERS. 

C.P.s: 2. IF NEITHER DOGS - CHECK FOR CLEAN-UP 
3. RUN BASE IF YOU ARE NOT NEEDED FOR PROTECTION. 


sPLIT WIDE  RouTE_/ RELEASE VARJABLEADJ. Vs. CLOUD_BIRST 
l. READ CORNER AND FRANK FOR COVERAGE. 

C.P.S: 2, үс CLOUD, BURST, RUN 7 ON FRANK 
3. NO CLOUD FORCE, CONVERT 7 TO 5 ROUTE. 


SPLIT NORMAL  ROUTE__4 RELEASE [NSIDE ADJ. Vs. CLOUD_NONE 
ADJ. Vs. COV. 2: NONE 


. INSIDE RELEASE, CHECK INSIDE LB'ER. IF HE DOGS, 
C.P.s: CHECK POP. 
2. NO DOG RUN 4 ROUTE. GET GOOD DEPTH ON B.P. 
3. YOU CAN RUN THIS 4 UNDER CONTROL 
4. IF MAC WORKS TO YOU, GET BEHIND HIM ON ROUTE. 


spPLIT WIDE ROUTE $ RELEASE VABIABLEADJ. Vs. CLOUD FADE. 
1. DRIVE OFF L.O.S. AND PUSH THE CORNER DEEP, ATTEMPTING 
C.P.s: TO TURN HIM OUTSIDE. 


2." GIVE HIM A MOVE AT THE TOP OF YOUR STEM & GO TO POST. 

3. BE ALERT FOR DOG COVERAGE. CHECK ROVER, BEAT THE CE 
ANYWAY YOU CAN. 

4. BURST VS CLOUD & RUM 8 ON POVER 


SCOT PROTECTION 


THE SCOT SERIES IS A PROTECTION CALL - CALLED EITHER RIGHT OR 
LEFT, BUT ALWAYS TO A TIGHT END POSITION. IT ALLOWS US TO GET OUR 
B BACK INTO THE PATTERN IMMEDIATELY WITHOUT HAVING SWING PICK-UP. 
THE UNCOVERED LINEMAN TO THE CALLED SIDE HAS DOUBLE PICK-UP ON 

MAC OR BACK TO STUB. Y MUST RELEASE INSIDE IN THE EVENT THE QB 
WANTS TO POP THE BALL TO HIM. THE A BACK HAS NORMAL SWING PICK-UP, 


OTHER SERIES CALLS CAN BE COMBINED AS A SECONDARY CALL WITH THE 
SCOT SERIES 


EXAMPLE: SCOT-FIRM 96 
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SCOTT PROTECTION 
are te Va ce ee ean 


c d E | | 40 40 


M Q : Q 
p > 
O OAs 30 | 90L © 
W M S W MW 
SIM RE. "E mv 
О OOD. О ⁄ ) 
: ; Ο E à O 
e (ye 70E | 70 oF Ox 
w M w M 5 
Bee POE : : T, TE 


o ipogeo ° O 2i 9 το ο 
ó | СЕ 40 $ТАСК | 50 | x 


BLOCKING RULES 


Y PATTERN 


ONSIDE TACKLE : 


ONSIDE GUARD : 


CENTER : 


OFFSIDE GUARD : 


OFFSIDE TACKLE: 


A BACK: 


B BACK: 


BASE BLOC D.E. 


COVERED, BASE BLOC D.T. - UNCOVERED, BLOC ILB TO STUB 
COVERED, BASE BLOC NOSE TACKLE - UNCOVERED, BLOC MAC TO STUB 
COVERED, BASE BLOC D.T. - UNCOVERED BLOC MAC TO STUB 


EXCEPTION 30) 
BASE BLOC D.E. 
S.P.U. OUTSIDE BACKER - PATTERN 


N.P.U. RUN ROUTE 


COACHING POINTS 


Y PATTERN 


ONSIDE TACKLE| BASE BLOC D.E. - BUBBLE YOUR SIDE BE READY TO HANDLE D.E. 
ON INSIDE ALONE, YOU'LL HAVE HIM M/M AS YOUR GUARD WILL BE 


Y SIDE COMING OUT FOR STUB. 


BASE BLOC D.T. - VS 40 YOU WILL BE ON D.T. M/M ON TT STUNT 
IF YOU UNCOVERED, DROP BACK, CHECKING ILB AS YOU DROP; 
NO DOG, THEN OUT TO STUB - NO STUB, COME BACK IN A LITTLE 


TO HELP OCN OR YOUR OTT. 


ONSIDE 
GUARD 


UNCOVERED, WILL HAVE YOU COMING OUT FOR STUB AFTER CHECKING 
MAC - IFF NEITHER, COME HELP TO THAT SIDE. IF COVERED 

30 DEF; OVER PLAY NOSE TO SIDE OF BUBBLE AS YOU WILL AUTO. 
LU OR RAY - COVERED WITH 70 OR 90 DEF., YOU HAVE NOSE TACKLE 


M/M. 


CENTER 


BASE BLOC D.T. - VS. 40, YOU WILL BE ON D.T. M/M ON TT STUNTS- 


- IF UNCOVERED. DROP BACK, CHECKING MAC AS YOU DROP, NO DOG THEN 
CONTINUE OUT FOR STUB, NO STUB COME BACK & HELP. VS. 30 DEF., 
LU & RAY WILL AUTO BE USED AWAY FROM SCOT. 

GUARD 


BASE BLOC D.E. ALONE - VS. ANY BUBBLE BE ALERT TO SHUTDOWN 


OFFSIDE 

- ANY INSIDE RUSH BY D.E., YOUR GUARD WILL ΒΕ PULLING AWAY FOR 
TACKLE STUB POSSIBLY. 
OPEN SIDE 


eee 


QUARTER 
BACK 


B BACK νο, RUN ROUTE, YOU MAY BE HOT. IF STUB OR ROVER BLITZES. 


S.P.U. OUTSIDE BACKER. PATTERN. 


A BACK 
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SERIES & PROTECTION SCOT] PATTERN 368 FLARE CONTROL B HOT _ 
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COACHING POINTS 


SERIES & PROTECTION SCOTT PATTERN 368 FLARE CONTROL B HOT 


QUARTERBACK THINK WEAK SIDE 
p.s. L. FRANK-ROVER вкАр FRANK-MAC prop 7 STEPS 


PROGRESSION 


C.P.s: 


SCOTT PROTECTION - CHECK MAC OR BUCK TO STUB FOR 

HOT CONSIDERATION. 

ALERT FOR MAC OR STUB'S DROP, IF EITHER RUN UNDER- 

NEATH Y GO TO 2. 

3. Y'S ADJUSTMENT TO OUTSIDE COVERAGE IS TO HOOK UP. 

4. IF FRANK WORKS WEAK, GET OFF Y QUICK AS THEY WILL 
HAVE YOU OUTNUMBERED ON THE WEAK SIDE. 


t2 


REC. ADJs Vs CLOUD X FADE _ YHOOK-UPz NONE :Y's ADJ. vs. cov. 2 HÜDK-UP 


HALFBACK 
Protection 
c.P.s: 1. 

FULLBACK 
Protection 

1. 
C.P.s: 2. 
3. 
4 
x 


I< 


IN 


S.P.U. WILL ROUTE BASE 


— 1 T 


CHECK WILL. IF HE DOGS, STEP UP AND TAKE HIM ON. 


N.S P. route ARROW RELEASE OUTSIDE 


N.S.P.U. RELEASE IMMEDIATELY ON A ARROW ROUTE. 


READ COVERAGE. IF YOU ARE BEING COVERED TURN UP NEAR 
SIDELINE. 

IF YOU ARE NOT COVERED. STOP 3 YDS. DEEP NEAR THE 
SIDELINE. 

IF STUB DOGS, LOOK FOR THE BALL. 


ROUTE 8 RELEASE VAR[ARLFADJ. Vs. cLoup_FADF 
RUN 8 ROUTE. 


spurt NORMAL ROUTE 3 RELEASE INSIDE aps. vs. CLOUD_HOQK-UP 


apg. vs. cov. 2: HOOK-UP 


ллы: 
B. 

sprit SLOT 

ο Post. ok. 


2. 


qu 


INSIDE RELEASE 3 ROUTE. 

YOUR B.P. WILL VARY ACCORDING TO FRONTS and COVERAGE. 

A. VS 30. B.P. IS 8 YDS. DEEP. DON'T LET BUCK RUN UNDER 
B. VS 40-B.P. IS 10-12 YDS. DEEP. 

READ OUTSIDE COVERAGE ON BREAK, YOU MAY HAVE TO 

HOOK-UP. 


ROUTE б RELEASE [HSIDE ADJ. Vs. CLOUD NONE 


TRY TO RELEASE INSIDZ WILL, COME UNDER MAC, AND FAN 
TO A DEPTH OF 10 YDS. DEEP OVER BALL. 

DECLARE YOUR 6 ROUTE, BUT IF YOU ARE COVERED, YOU CAN 
SLIDE BACK OUT TO GET OPEN, 

САХ ESE RUN AWAY VS PRESS. 
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SERIES & PROTECTION _ SCO] PATTERN 399 "V" GOFLARE CONTROL RASE  —— 


COVER 4 FREE _ 
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COACHING POINTS 


SERIES & PROTECTION SCOTT PATTERN 399 Y 0 FLARE CONTROL D HOT 


QUARTERBACK 
р.з... SAFETIES gEAD FRANK-MAC prop 7 STEPS 
. SCOTT PROTECTION. CHECK MAC OR BUCK TO STUB FOR 
PROGRESSION HOT CONSIDERATIONS. 
| 2. READ DROP OF FRANK. ТЕ НЕ WORKS WEAK, СО TO 
C.P.s: Χ OR Z ON 9 ROUTES. 


3. IF FPANK DROPS DEEP OR WORKS STRONG, READ MAC OR 
STUB'S COVERAGE, AND GO TO Y. 
4. THE X OR Z ROUTES WILL SHOW QUICKER THAN Y. 


REC. ADJs Vs CLOUD X FADE v NONE z NONE :Y's ADJ. Vs.COV. 2 NONE 


HALFBACK 


Protection Ae ως ROUTE NOME 


C.P.s: 1l. CHECK WILL. IF HE DOESN'T DOG, HELP ON YOURSIDE AND 
PROTECT QB. 


FULLBACK 


Pa: 


I< 


IN 


protection NSP U.  rourz_ARROY —(00 — RELEASE OUTSIDE _ 
C.p.s. l. RELEASE IMMEDIATELY ON AN ARROW ROUTE. 


2. READ STUB, IF HE DOCS, LOOK FOR BALL. 
3. AS YOU APPROACH THE SIDELINE, TURN-UP. 


spLIT WIDE ROUTE 3 RELEASE VARIABLEApJ. vs. CLOUD FADE 
C.P.s: Ll. YOU MUST KEEP YOUR ROUTE TO THE OUTSIDE AS Z IS ALSO 


RUNNING A 9 ROUTE. 
2. VS. CROWD OR INSIDE TECHNIQUE LOOK FOR TEE BALL. 


sPLIT NORMAL RourTE 5 GO RELEASE [NS[[E ADJ. Vs. CLOUD NOME 


ADJ. Vs. σον. 2: IQF 


C.p.s; 1. INSIDE RELEASE, CHECK "POP". 
.P.S: 2; GIVE A GOOD 3 STEP STICK MOVE AT 5-8 YDS. DEEP. 
3. BREAK BACK TO THE POST AT A 45? ANGLE, STAYING ОК 
OR OUTSIDE YOUR HASH. 
4. LOOK OVER INSIDE SHOULDER. 
spurt SLOT ROUTE 9 RELEASE VARIABLEaps. vs. cLovp NONE 
ο ρα: l- RUN A 9 ROUTE ON DEFENSIVE BACK. 


2. TRY TO BREAK INSIDE, BUT DON'T CROSS YOUF. HASH. 


Ju KEEP THE ROUTE UP FIELD. 
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SERIES & PROTECTION Ε[βΗ PATTERN 606 FLARE CONTROL BASE Ἢ 
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COACHING POINTS 


SERIES & PROTECTION F[RM-SCOT IPATTERN 6565 FLARE CONTROL BASE 


QUARTERBACK THINK STRONGSIDE 


p.s.L. SAFETIES READ MAC-ROVER pRoP 5 STEPS 


PROGRESSION Z-B-Y 

1. VS MAC OR BUCK DOG, CHECK STUB TO SEE IF YOU NEED TO 
C.P.s: POP BALL TO Y OR B 

2. GET THE BALL TO 2 ON THE BREAK. ALERT FOR ROVER 

3. VS CLOUD Z WILL BURST INTO THE HOLE, IF DB HANGS ON HIM 


GO TO B 
4. MUST BE ALERT FOR C-3 COVERAGE. 
REC. ADJs Vs CLOUD X RURS Y NONE Z RBUBSTY's ADJ. Vs. COV. 2 NONE 


HALFBACK 


Protection S,P,l, WILL - ЕП ROUTE BASE 

l. RELEASE QUICKLY READING WILL ON THE MOVE, LOSING 
C.P.s: GROUND SLIGHTLY. 

2. DO NOT CROSS 1.0.5. - X ON FIRM 6 

3. AS YOU GET YOUR WIDTH, TURN & FACE OB. 


FULLBACK 


l 


< 


IN 


Protection N.S P ROUTE BASE(CEIRM) RELEASE OUTSIDE 


. l. N.S.P.U. RELEASE IMMEDIATELY LOSING GROUND SLIGHTLY. 
C.P.S: 2, ROLL THRU ORIGINAL ALIGNMENT OF Z. 


3. ON RELEASE CHECK STUB FOR DOG - YOU MAYBE HOT ON 


SCOTT CALL. 
SPLIT IDF . ROUTE 12 YD f RELEASE VAR[AB|RDJ. Vs. CLOUD RUPST 
C.P.s: τς GET TO B.P. QUICKLY 12 YDS. DEEP. 
Eu д BURST VS. CLOUD FORCE. 
E INSIDE & OUTSIDE RELEASE CAN BE USED. 
spPLIT NORMAL ROUTE 6 RELEASE [NSIDE. ADJ. Vs. CLOUD NQNE 


ADJ. Vs. COV. 2: HOME 


C.p.s; l- INSIDE RELEASE. CHECK DROP OF MAC OR BUCK. 
т 2. ТЕ EITHER IS MOVING FLAT TOWARD YOU, WALL HIM ΟΕΕ. 
3. EITHER DOG LOOK FOR POP. 
4. IF THEY ZONE DROP RUN 6 ROUTE AT 8 YDS. DEEP. 
SPLIT WIDE ROUTE 12 RELEASE VARIABLRDJ. Vs. CLOUD BURST 
ο... GET ТО 12 YDS. B.P. QUICKLY. 
Sarapa BURST VS CLOUD FORCE, BUT WORK UP THRU DB INSIDE 


" SHOULDER. 
3. BE ALERT FOR BALL ON THE BREAK. 
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RIP AND LIZ PROTECTION 


RIP AND LIZ PROTECTION IS USED VS, Α 30 DEFENSE ONLY, ITS 
PURPOSE IS TO BE ABLE TO GET OUR BACKS OUT IN FLARE CONTROL 
BY KEYING EITHER THE MAC OR BUCK LINEBACKER BY THE ONSIDE 
GUARD AND BACK. BY USING THIS TECHNIQUE IT PREVENTS THE 
DEFENSE RUSHING THE WILL AND STUB LINEBACKERS AND FORCING 
OUR BACKS TO STAY IN AND BLOCK. THIS BLOCKING CAN BE 
AUDIBILIZED AT THE LINE OF SCRIMMAGE. 


RIP ΡΒΟΤΕΟΤΙΟΝ LIZ PROTECTION 
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ONSIDE TACKLE: 
ONSIDE GUARD: 
CENTER: 
OFFSIDE GUARD: 


OFFSIDE TACKLE: 
A BACK: 


B BACK: 


B M M B 
i N E! W W \ 


Eun σα a ne e ES 
oe * POTOOP 


` 1 s 
Ó ROGER С) 30 SINK WEAK | 30 SINK WEAK С) LARRY C). 


οἱ ο О Φσί 


E 
/ 
Ó LARRY Ο .30-7E | 30-7E | ® ROGER | © 


BLOCKING RULES 
PATTERN 


BASE BLOC DE 

BASE BLOC ILB TO OLB 

BASE BLOC NOSE, FAVOR CALL SIDE 
BASE BLOC ILB & NOSE WITH OCN 
BASE BLOC DE 


IF YOU ARE TO RIP OR LIZ CALL CHECK INSIDE BACKER IF HE 
DROPS = RELEASE ON ROUTE INSIDE BACKER DOGS S.P.U. 
OUTSIDE BACKER: PATTERN. IF AWAY FROM CALL S.P.U. 


IF YOU ARE TO RIP OR LIZ CALL CHECK INSIDE BACKER, IE. HE 
DROPS. RELEASE ON ROUTE. [NSIDE BACKER DOGS. S.P.U. 
OUTSIDE BACKER. PATTERN. IF AWAY FROM CALL S.P.U. 
Ситт RACKEN  DATTERN 


C 


COACHING POINTS 


Y 


ONSIDE TACKLE 
Y SIDE 


ONSIDE 
GUARD 


FFSIDE 


GUARD 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK 


B BACK 


A BACK 


PATTERN 


TAKE SHORT SET NO MATTER WHAT THE DEPTH OF QB - YOU WILL BASE 


BLOC DE ALONE, YOU HAVE HIM M/M - THERE COULD BE HELP FROM YOUR 
GUARD IF THERE IS NO BLITZ - BE PREPARED TO HANDLE INSIDE - IF 
YOUR DE SINKS OVER GUARD A LARRY ON ROGER CALL WILL BE MADE, YOU 
WILL BLOCK #2 MAN ON L.O.S. OUTISDE NOSE TACKLE - AWAY FROM CALL 
BLOCK DE ALONE. 


BASE BLOC LB OVER YOU M/M - IF TO SIDE OF LIZ OR RIP, DROP 


STRAIGHT BACK, DOUBLE READ YOUR ILB TO OLB YOUR SIDE - IF YOUR 
ILB DROPS TO COVER, YOU WILL TURN AFTER CLEARING YOUR OTT TO: 
BLOCK OLB. MUST GET THE CORRECT DEPTH & ANGLE ON HIM - D.E. 
SINKS OVER YOU, LARRY OR ROGER CALL WILL BE MADE PUTTING YOU 
ON D.E. OVER YOU OR BUBBLE LB WITH OCN. 


NOSE TACKLE, OVERPLAY HIM À LITTLE TO CALL SIDE AS YOU HAVE 
HIM M/M IF HE STUNTS THAT WAY - AUTOMATIC LU OR RAY OPPOSITE 
THE LIZ OR RIP, YOU KNOW YOU HAVE HELP AWAY FROM CALL - IF 
EITHER D.E. SINKS IN OVER A GUARD, A LARRY OR ROGER CALL WILL 
BE MADE WHICH PUTS YOU IN AN AUTOMATIC LU OR RAY AWAY FROM ` 
LARRY OR ROGER. 


BASEBLOC ILB M/M IF HE DOGS ANYWHERE ON HIS SIDE OF THE BALL- 


IF HE DOGS, CROSSING THE BALL, THE OCN WILL HAVE HIM - POSITION 
YOURSELF AT SNAP, SLIGHTLY DEEPER ΤΗΣ OCN & BEHIND HIS NEAR 

LEG - IF DE SINKS IN OVER EITHER GUARD À LARRY OR ROGER CALL 
WILL BE MADE TO SIDE OF SINK - YOUR SIDE, BASE BLOCK D.E., 

AWAY YOUR SIDE AUTO. LU OR RAY WITH OCN ON NOSE & LB. 


YOU WILL BASE BLOC THE D.E. - YOU HAVE HIM M/M _ IF EITHER D.E. 
SINKS OVER THE GUARD A LARRY OR ROGER CALL WILL BE MADE. IF 
CALL TO YOUR SIDE, YOU WILL BLOCK #2 MAN ON L.O.S. OUTSIDE 

THE NOSE TACKLE - AWAY FROM CALL, BLOC D.E. M/M 


IF YOL ARE TO RIP ОД LIZ CALL SEDE YOU HAVE A DOUBLE RESPONSE. 


WITH O.G. READING INSIDE BACKER, HE DROPS, YOU ARE FREE TO 
RUN PATTERN. HE DOGS S.P.U. OUTSIDE BACKER = PATTERN = IF 
YOU ARE AWAY FROM CALL 5.P.C. OUTSIDE BACKER YOUR SIDE.  PATTEC 
NOTE = BOTH INSIDE AND OUTSIDE BACKERS MUST DOG BEFORE YOU HAVI 


_ТО PICK UD. 


IF YOU ARE TO RIP OR LIZ CALL SIDE YOU HAVE A DOUBLE RESPONSE. 
WITH O.G, READING INSIDE BACKER, HE DROPS, YOU ARE FREE TO 
RUN PATTERN, HE DOGS S.P.U. OUTS LDE BACKER = PATTERN. [F 
YOU ARE AWAY FROM CALL S Pl. OUTSIDE BACKER YOUR SEDE. DATTE: 
NOTE = BOTH INSIDE AND OUTSIDE BACKERS MUST DX X; BEFORE. YOU HAN 
TO PICK UL. 09005 
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LUCKY OR RICKY SERIES 


THE LUCKY OR RICKY SERIES IS A STRONGSIDE EMPHASIS PASSING 

SERIES THAT INCLUDES 4 RECEIVERS. THE LINE BLOCKS KEY ASSIGNMENTS 
TO THE CALL SIDE. THE B BACK HAS NO SWING PICK UP ASSIGNMENTS. 
THE A BACK HAS DOUBLE SWING PICK UP ON MAC OR BUCK TO STUB, ΝΟ 
DOG, RUN BASE. ALL RECEIVER ROUTES MAINTAIN THEIR ORIGINALLY 
ASSIGNED BREAKING POINT. 


NOTE: LUCKY IS A LEFT CALL FOR THE LINE AND RICKY A RIGHT CALL. 


RICKY LUCKY 
F S ς C 5 F ς 
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COVERED "ey daz. Ac 238 "SS COVERED 
Ó | quic cu 
E 1 о [>ON 
B [67 COVERED C 
40 STACK | 50 stay SO 
BLOCKING RULES 
PATTERN - ALWAYS INSIDE RELEASES, CHECKING "POP" C.P. STAY 


X 

ONSIDE TACKLE: 
ONSIDE GUARD: 
OCN: 

OFFISDE GUARD: 
OFFSIDE TACKLE: 
A BACK: 


B BACK: 


— 


SLIDE TO CALLSIDE TO BLOC EMLOS (EXCEPTION) 70 DEF, OR YOU 
HEAR "COVERED OR STAY", BLOC D.E. 


SLIpETO CALL SIDE AREA PICK UP WITH YOUR OTT ON #2 INSIDE 
MAN (EXCEPTION) 70 DEF, “COVERED "CALL" DROP OUT FOR ve 


SLIDE TO CALL SIDE - STAY ON NOSE IF OFFGUARD IS "COVERED. 
COVERED, BASE BLOC DT, МАРК "COVERED" CALL US 70 & 50 DIES 
UNCOVERED SLIDE ТО CALL STEDE, 

BASE BLOC D.E. 
‘DOUBLE READ ON MAC OR BUCK TO STUB AWAY FROM CALL - N.P.U 
RUN BASE. C/P - "STAY" CALL. CHECK OLB'ER TO CALL SIDE 

a: TO ORIGINAL ASSIGN 
N.S.P.U. RUN PATTERN 
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coACHING POINTS 


Y PATTERN 


ONSIDE TACKLE| BLOC EMLOS - PASS SET BACK, CHECKING WILL ON DROP, NO DOC, HELP 
OR TAKE D.E. DEPENDING ON HIS PATH - YOU & YOUR GUARD WILL 

Y SIDE AREA BLOC WILL & D.E. - "STAY" OP "COVERED" CALL WILL KEEP YOU 

CALL SIDE ON THE D.E. 


YOU & YOUR TACKLE WILL AREA BLOC THE D.E. & WILL - IF COVERED, 


ONSIDE PASS SET BACK ἃ LOOK TO OUTSIDE AS YOU SET, TAKE D.E., IF ON - 

GUARD INSIDE RUSI ~ UPFIELD RUSH, LOOK FOR WILL INSIDE OR HELP YOUR 
TACKLE - VS Το, IF YOUR LB MOVES UP, MAKE A "STAY" CA "OU 

CALL SIDE TACKLE , LETTING ETM KNOW TO STAY ON D.E. - VS 70, ud AS. WITH 
ντ. DROP BACK & TO OUTSIDE FOR WILL, NO DOG, HELP OCN 


YOU WILL BLOC AWAY ON D.T. IF UNCOVERED, GIVE YOURSELF À LITTLE 
ROOM TO PICKUP T-T STUNTS - YOU & CALLSIDE GUARD WILL HANDLE 
E-T'S & T-E STUNTS WITH AREA PICKUP - YOU WILL ALWAYS TURN TO 
CENTER CALL SIDE ON 30 DEF. LOOKING FOR INSIDE LB. TURN TO CALLSIDE 
VS. 90 WORKING WITH YOUR CALLSIDE GUARD ON D.T. & WILL. τς 70 
& 50, MAKE “STAY CALL, STAYING ON NOSE ALONE (POSSIBLE HELP 
FROM ON GUARD). 


ys. 40, BASE BLOC Deore. ες LE UNCOVERED, YOU WILL BLOC NOSE, GIVE 


OFFSIDE YOURSELF SOME SET ROOM BACK FROM L.O.S. & GET YOURSELF IN AN 
IN-BETWEEN POSITION - 40 DEF, YOU HAVE p.T. M/M ON T-T STUNTS 
vs. 70 & 50 DEF. MAKE "COVERED" CALL & BLOC D.T. 

GUARD 


BASE BLOC D.E. - BUBBLE YOUR SIDE, ALERT FOR INSIDE RUSH BY 
YOUR D.E., YOU HAVE HIM M/M - IF YOUR GUARD 15 COVERED, HANDLE 


E-T'S & T'E'S IN NORMAL WAY. 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK 


RUN PATTERN: 
B BACK 


S p U. MAC OR BUCK TO STUB AWAY FROM RICKY OR с, em 
AVE А DOUBLE RESPONSE M-D-3M NORMALLY INSIDE OUT. ХО PICI 
RUN BASE. VS [NSTDE BACKER UP AWAY FROM CALL, ALERT STAY CALI 


CHECK ILB ro CALL stp TO ORLGEINAL ASSIGNMENT. 
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SERIES & PROTECTION LUC PATTERN 7FRO Ой FLARE CONTROL 3 FLAG 


COVER 4 FREE 
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PATTERN 4-ZERO 8 FLARE CONTROL A SNEAK 


SERIES & PROTECTION LUCKY 


COV 6 


PATTERN 4-ZERO ἃ FLARE CoNTROL ^ SNEAK- 


SERIES & PROTECTION LUCKY 


COV 1 SKY COV 2 


cov 3 Z COV 5 LIGHTNING 


SERIES & PROTECTION LUCKY PATTERN 772 DELAY FLARE contROL B DELAY 


COVER 4 FREE 
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SERIES & PROTECTION LUCKY 
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FLARE CONTROL B CENTER 


LIGHTNING 


LARRY OR ROGER 


A CALL MADE AT THE LINE OF SCRIMMAGE BY THE QB TO CANCEL A LIZ 

OR RIP CALL. THIS CALL IS USED VS. A 30 DEFENSE THAT HAS PUT 

THE DEFENSIVE END IN A “SINK” POSITION AND USUALLY STACKED ONE OF 
IT’S INSIDE LINEBACKERS. TO THE SIDE OF THE END IN THE "SINK" 
POSITION, THE BACK NOW HAS SWING-PICK-UP ON THE INSIDE LINEBACKER 
AND THE TACKLE IS RESPONSIBLE FOR THE WIDEST POTENTIAL RUSHER, THE 
SIDE AWAY FROM THE CALL HAS NORMAL FLARE PROTECTION. 
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Y - PATTERN 
ONSIDE TACKLE: 
ONSIDE GUARD: 
CENTER 


OFFSIDE GUARD: 


)FFSIDE TACKLE: 


A BACK: 


B BACK: 


DE - TO SIDE OF ROGER OR L 
BLOC #1 MAN ON L.O.S. 


BASE BLOC NOSE TACKLE - 


“LARRY” 
AUTO LU OR RAY AWAY FROM "ROGER" OR "LARRY" 


LARRY & ROGER PROTECTION 


: O O 


"od 
Q ROGER ὦ 30 SINK WEAK 30 SINK 


gop; 9 |° 


c .30-7E 30-7E 


BLOCKING RULES 


CALL 


BASE BLOC D.E. = OPPOSITE “ROGER” 
Sup. D. CBE ΤΟ ROGER OR LARRY CALL, 
SAFETY = IE. AWAY ΡΙΟΝ UP OUTSIDE 
S.P.I LE ‘FO ROGER OR LARRY CALL, 
SAFETY 5 


[r AWAY pICK UP OUTSIDE 
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Ε 
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di о | о 99 

C30 SINK STRONG| 30 SINK Bon) ROGER pali 


WEAK Ὁ tary Ó 
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ouTSIDE NOSE TACKLE 


ΦῸ do сд 
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299 


D. 
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© ROGER Ó 


AUTO LU OR RAY OPPOSITE "ROGER OR 


y PiS | 
oe ο 


ών 


O 


ARRY BLOC #1 MAN ON L.O.S. OUTSIDE 


OR “LARRY” YOU RE ALONE ONL 


PICK UP INSIDE BACKER OR 


BACKER. 


PICK UP INSIDE BACKER On 


BACKER. 


PATTERN. 


PATTERN. 


Y 


ONSIDE TACKLE 


ONSIDE 
GUARD | 


CENTER 


vVFSIDE 


GUARD 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK 


B BACK 


A BACK 


COACHING POINTS 


PATTERN 


BASE BLOC $2 MAN ON L.O.S. OUTSIDE THE NOSE TACKLE - THIS 
COULD BE SOMEONE OTHER THAN à D.E. 


BASE BLOC #1 MAN ON L.O.S. OUTSIDE THE NOSE TACKLE - YOUR 1ST 
POSITION SET WILL BE DETERMINED BY PATTERN & ALIGNEMNT OF 
YOUR DEF. MAN. 


BASE BLOC NOSE TACKLE - OVER PLAY HIM A LITTLE TO SIDE OF 
CALL - YOU HAVE M/M IF HE GOES AWAY - AUTO. LU OR RAY CALL 
AWAY FROM ROGER OR LARRY. 


LB OVER YOU M/M IF HE DOGS AWAY FROM BALL - AUTO. LU OR RAY 


CALL AWAY FROM ROGER OR LARRY. 


BASE BLOC D.E. - YOU HAVE M/M - ALERT FOR INSIDE RUSH BY D.E. 


S,P,U. IF YOU ARE TO ROGER OR LARRY CALL SIDE PICK UP INSIDE 
BACKER: YOUR SIDE. IF YOU ARE AWAY FROM CALL SIDE PICK UP 
OUTSIDE BACKER YOUR SIDE. PATTERN. 


ep te = IF YOU ARE TO ROGER OR LARRY CALL SIDE PICK UP INSIDE 
BACKER YOUR SIDE. τς YOU ARE AWAY FROM CALL SIDE PICK UP 
OUTISDE BACKER YOUR erp, ῬΑΤΥΡΙΝ, | 


“ΤΩ 


LON OR ROY 


A PROTECTION CALL MADE AT THE LINE OF SCRIMMAGE BY THE QB 10 
ALERT THE TEAM OF FOUR POTENTIAL RUSHERS TO A THREE MAN BLOCKING 
SCHEME. THIS ALERTS THE CENTER OR AN UNCOVERED LINEMAN TO BLOCK 
THE FIRST INSIDE DOGGER TO THE CALL SIDE AND FOR THE BACK TO THAT 
SIDE TO BLOCK THE OUTSIDE DOGGER. IF THE OUTSIDE DEFENDER DOESN'T 
RUSH THE BACK RUNS HIS DESIGNATED ROUTE. THE REMAINING BACK HAS 
NORMAL SWING-PICK-UP. 


LON 


О 
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O YOU (ove MAC STRONG 
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` W M 
sa E NON NE. 
APIO OO 
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ET scum ὦ 
Q 30 BUCK WEAK 
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` Q ME O 70 NICKEL 
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OODOOO 
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Q С) 40 STACK 
BLOCKING 
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ONSIDE TACKLE: 


CALL SIDE GUARD & YOU HAVE D.T. Š 


(ROY) PROTECTION 
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RULES 


BASE BLOC DE - SLIDE VS 30 LOAD 


YOU & OCN HAVE DT & #2 BLITZER. 


=2 BLITZER 


ONSIDE GUARD: VS. 40 DEF. CALL SIDE, 
CNETER: Vs. tO. 
VS. 30, YOU & AWAY GUARD. 
үз. 40, BASEBLOC D. T 


OFFSIDE GUARD: 
ILB WITH ОСУ. 


- 30 DEF., BLOCK NOSE & CALL SIDE 


OFFSIDE TACKLE: 


BACK: 


RACK: 


BASE BLOC DE 


TO CALL SIDE = $.Р.Ц. 15Т OUTSIDE BLITZER = PATTERN 


AWAY PROM CALL = NORMAL S. PLUE, ON MOST DANGEROUS DOGGER 


COACHING POINTS 


PATTERN 


VS. 40 DEF., BASE BLOC D.E. - BUBBLE YOUR SIDE, ALERT FOR 
INSIDE RUSH, YOU HAVE HIM - VS. 30 DEF, YOU HAVE THE #2 MAN 
ON L.O.S. OUTSIDE NOSE TACKLE (LIKE KEY) HELP GUARD WHEN YOU 


CAN. 


ONSIDE TACKLE 
Y SIDE 


vs. 40, YOU & OCN HAVE D.T. & #2 BLITZER (YOU "CALL BY OCN PUTS 
YOU ON D.T., "ME" CALL BY OCN PUT OCN ON D.T. & YOU ON #2 
BLITZER - BUBBLE ON YOU, "STAY" CALL BY OCN, COUNT FROM OUTSIDE 
LIN TO FIND #2 BLITZER - VS 30 DEF, USE KEY (SLIDE) TYPE 
PROTECTION. 


ONSIDE 
GUARD 


VS. 40, YOU & CALL SIDE GUARD HAVE D.T. & #2 BLITZER (CALL "ME" 
TO GUARD IF YOU ARE TARING Do ο που LE XOU WANT GUARD 
TO TAKE D.T. - VS 70, YOU MUST MAKE "STAY" CALL (COULD BE 30 
STRONG END SINK) VS.30, YOU & AWAY GUARD WORK ON NOSE & ILB TO 


CALL SIDE. 


VS. 40 BASE BLOC D.T. - VS 30, YOU & OCN, HAVE THE NOSE & 


JFFSIDE ILB TO CALL SIDE. 
GUARD 
σας BASE BLOC D.E. 
TACKLE 
OPEN SIDE 
QUARTER 
BACK 
c Ba. ТЕ TO CALL SIDE DICA UP. IST OUTSIDE BLITZER, N/T 
ο... PATTERN. IF AWAY FROM CALL SIDE S.P.U. MOST DANGEROUS BLITZER. 


(LB'ER OR DD). 


Smp UTE TO CALL SIDE. PICK CP 19T OUTSIDE BLITZER. SE 
PATTER: IF AWAY PROM CALL SIDE 5.5.5; MOST DANGEROUS 


A BACK BLITZER (LD OR DB). 


SERIES & PROTECTION R PATTERN ZERO 89 FLARE ΟΟΝΤΗΟΙ BASE Ἢ 


COVER 4 FREE 


| COVER 2 


1 
r 
t 
t 


d 
COVER 3 Z pum nue 


R ZERO 88 

QUICK 111 

FLARE 272 UP Y AND X DELAY 
FLARE 787 WIDE 

FLARE 844 WIDE 

L 400 B FLAG 


R 970 A FLAG 


COACHING POINTS 


SERIES ἃ PROTECTION L OR ἢ PATTERN ZERO 88 FLARE CONTROL BASE 


QUARTERBACK À MAN TO MAN PATTERN 


P SL: SAFETIES reap MAC AND CORNER prop__/ STEPS 


PROGRESSION DETERMINED BY FRANK'S RESPONSIBILITY HELPING CORNER 
COVERING SLOT. 


C.P.s: 1. READ MAC & CORNER TO DETERMINE MAN OR ZONE COVERAGE. 

2. ZONE COVERAGE GO TO BASE 

3. MAN COVERAGE READ FRANK'S REACTION TO SLOT ON HIS ROUTE. 

4. IF FRANK HOLDS POST, WORK SLOT, IF HE REACTS TO SLOT 
CHECK X. IF X'S COVERED, GO TO , 


Y. 
REC. ADJs Vs CLOUD X CONVERT7Y NONE z NONE :Y's aps. Vs.cov. 2 NOM 


HALFBACK 
Protection S.P.U. WILL ROUTE BASE 
C.p.s; l. STEP AT WILL, CHECK 'EM & THEN RELEASE LOSING GROUND 
SLIGHTLY. 
2. ROLL THRU ORIGINAL ALIGNMENT OF X. 
3. DON'T HURRY & WORK UPFIELD TOO FAR. 
FULLBACK 
Protection R ROUTE NONE RELEASE NONE 
iun. ess. “See STUB. HELP O.T. 
x 
αριῖτ WIDE πουτε 8 RELEASE VARIABLEADJ. Vs. CLOUD FADE 


I< 


IN 


C.P.s: 1. DRIVE OFF L.O.S., AND PUSH THE CORNER DEEP, ATTEMPTING 
TO PUSH HIM OUTSIDE. 
24 GIVE HIM A JAB MOVE AT THE TOP OF YOUR STEM, & BREAK FOR 
POST. 
3. BE ALERT FOR poG-BEAT CORNER TO POST. BE AWARE OF CB'S 
pLAY ON SLOT. HE WILL TELL YOU WHEN YOU ARE PRIMARY 
RECEIVER (6-5-9) 
spLit NORMAL  RouTE_ZERO RELEASE INSIDE ADJ. Vs. CLOUD NONE 


apg. vs. cov. 2: NONE 


1. GET A QUICK INSIDE RELEASE. TRY TO COME UNDERNEATH MAC. 
C.P.s: ο) DON'T EXPECT BALL UNTIL YOU CLEAR SLOT'S ORIGINAL 
ALIGNMENT. 
4. COME UNDÉR SLOT, FAN TO À DEPTH OF 18-20 YARDS DEEP. 


spurt OPPOSITE βουτε FLAT 8  nmeLEasE VARIABLEaps. vs. стор NONE 


C.P.s: 1. -GET QUICK VERTICAL DEPTH TO 10-12 YDS. DEEP. BREAK ACROS: 
THE FIELD TO A DEPTH OF 18-20 yds. deep. 
o, KNOW COVERAGE - BEAT THE CORNER. 
5. BE ALERT FOR BALL AFTER YOU CLEAR FAR HASH AREA. 


IBOS 


SERIES & PROTECTION QUICK PATTERN lll FLARE CONTROL CLOSE 


COVER 4 FREE 


COVER 1 SKY | COVER 2. 


COACHING POINTS 


SERIES & PROTECTION QUICK _ PATTERN 11] FLARE CONTROL CLOSE 
QUARTERBACK 


P.S.L. CORNERS g WILL ReaD CORNER & WILI DROP 2 SJE? 


PROGRESSION 


IF X IS UNCOVERED, HIT HIM ON THE BREAK. 

IF ANYONE RUNS UNDERNEATH X, WORK TO Z. 

IF WILL IS OVER Z, BE ALERT FOR CLOSE FLARE. 
VS CLOUD FORCE GO TO Z. 


C.P.s: 


> Q) 2 — 


REC. ADJs Vs CLOUD x FADE v FADE z NONE :v:s Ару. vs. σον. 2 FADE 


HALFBACK 
Protection 59.Ρ,0, WILL - QUICK ROUTE _ CLOSE 
C.p.s; l- ATTACK WILL AND ATTEMPT TO CUT HIM DOWN! 
ἜΤ 9. ΤΕ WILL DROPS CONTINUING CLOSE FLARE- ALERT FOR BALL. 
3. DO NOT WIDEN THIS FLARE. 
FULLBACK 
Protection SPU STUB QUICK ποτε CLOSE RELEASE OUTSIDE 
opise 1... ATTACK STUB. CUT HDI DOWN 
δλδ 2. VS LIVE END DEFENSE - N.S.P.U. 
x 
sprit WIDE _ войтЕ__1 RELEASE STRAIGHT apg. vs. cLoup FADE. 


c.p.g: l. GET TO A ΡΕΡΤΗ OF 6 YDS. 
2. CAN ROLL THIS CUT, BUT GET YOUR HEAD AROUND QUICKLY. 
3. BE ALERT FOR CLOUD FORCE. 

4. VS CROWD O.S. 


Y 
SPLIT NORMA| ROUTE 1 RELEASE OUTSIDE ADJ. Vs. CLOUD FADE 
ADJ. Vs. cov. 2: FADE 
C.P.s: Te KNOW BLOCKING ASSIGNMENTS. 
ο. му. VS LIVE END - ОЧ BLOCK HIM. 
3. VS LB'er RELEASE, 
2 
SPLIT SLOT ROUTE 1 RELEASE STRAIGHT apg. vs. стор NONE 
C.P.s: . READ COVERAGE ON X. 


l. 
9. GET TO 6 YDS DEEP ON BREAKING POINT. 
3. TURN OUT ON YOUR BREAK A"D GET OPEN. 


2605 


SERIES & PROTECTION FLARE PATTERN 272 FLARE CONTROL UP X-V 
DELAY 


COVER 4 FREE 


COVER 1 SKY ` COVER 2 


t 
' 
C 


COVER 3 Z | COVER 5 SKY — ç< 
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COACHING POINTS 


SERIES & PROTECTION FLARE _ PATTERN 272 FLARE CONTROL UP X-Y 

QUARTERBACK DELAY 
p.s.L. SAFETIES reap l'AC-FRANK pRoP 7 STEPS 
PROGRESSION 


1. THROW OPPOSITE МАС'5 DROP 
C.P.s: 2, READ THE DEEP PHASE OF THE PATTERN FIRST, THEN GO TO 
THE DELAYS. 
KNOW DEPTH AND POSITION OF LB'ERS BEFORE GOING TO DELAYS. 
IF DELAY ROUTES ARE UNCOVERED ON BREAK THEY MAY HOOK UP 


VS BLITZ PE Z ON R UTE. 
REC. 1075 Vs CLOUD X E JON Z R&R :¥'s ADJ. Vs. COV. 2 NONE 


HALFBACK 


rim ο 


Protection Sas WILL ROUTE ΠΡ 


tah 


l. AFTER YOU CLEAR L.O.S. READ INSIDE LB* ERS DROP. IF HE 


C.P.s: DROPS AWAY FROM YOU LOOK FOR BALL. 
2. LOOK OVER INSIDE SHOULDER FOR BALL 
FULLBACK 
Protection S$.P.U. STUR  ROUTE___UP RELEASE INSIDE _ _ 
c.p.s; l: 5.5.0. STUB ON TEE MOVE. > 
.P.S: 5 RUN A UP FLARE TO 8-10 YDS. DEEP, THEN BREAK FOR FLAG. 
3. READ REACTION OF ROVER ON Y. 
4. ANGLE OUT TO A DEPTH ΟΕ 18-20 YDS. DEEP. 
X 
SPLIT WIDE ROUTE 2 DELAY RELEASE S| OW ADJ. Vs. CLOUD INSIDE 
c.p,s, 1: CAN MISS COUNT. 
P.S 2 ΠΡ, 7 YDS. DEEP. 
3. READ COVERAGE - YOU MAY HOOK UP IF OPEN. 
4. UST GO UNDERNEATH DROPS OF ALL LD'ERS. 
Y 
SPLIT NORMAL ROUTE 2 DELAY | RELEASE OUTSIDE ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: NONE 
1. OUTSIDE RELEASE - RUN AS IF YOU ARE RELEASING ON A 5 
C.P.s: : 
ROUTE. 
2. WORK TO A DEPTH OF 5-6 YARDS AND GOOD WIDTH, LET B CLEAR. 
3. NOW THAT IT'S CLEARED OUT, COME UNDER B LOOKING FOR BALL. 
» 4. IF YOU ARE UNCOVERED ON BREAK, YOU CAN HOOK UP. 
£ 5. COME UNDERNEATH ТИЙ DROPS OF ALL LB'ERS. 


SPLIT SLOT ROUTE 7. RELEASE VARIABLE ADJ. Vs. CLOUD_B&k 


‚ 1. {OUTSIDE RELEASE READ CORNER, BREAK OUT ON YOUR 7 WIEN 
HE COVERS N. 

2, YOU CAN RUN THIS ROUTE ANYWAY YOU WISH TO GET OPEN, YOUR 
ADJUSTMENTS WILL VARY ACCORDING TO DEFENSE. 


9607 


SERIES & PROTECTION _ FLARE paTTERN /97 FLARE CONTROL WIDE τ 


ee 
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COVER 4 FREE 


COVER 5 SKY 


COVER 3 7 
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COVER 6 | COVER 2 


COACHING POINTS 


SERIES & PROTECTION FLARE PATTERN  /0/ FLARE CONTROL WIDE 


QUARTERBACK MIRROR PATTERN - THINK STRONGSIDE 


p.s.L. SAFETIES READ MAC-FRANK prop 7 STEPS 


PROGRESSION MAC OR FRANK HARD WEAK X-Z-A; NONE: Y-B 
1. DIRECTION DETERMINED READ COVERAGE 
C.P.s: 2. GIVE 7 ROUTES A GOOD CHANCE TO WORK. 
3. BE ALERT FOR Z'S ADJUSTMENT 


REC. ADJs Vs CLOUD xBURST v MONE z WOWE :v:s ADJ. Vs. cov. 2 ββῆ 


HALFBACK 


Protection S.P, U. WILL ROUTE “IDE 


C.P.s: 1. DRIVE AT OUTSIDE SHOULDER OF WILL. READ HIS DROP 
2. WORK UPFIELD 7 YDS. DEEP. JAB & BREAK OUTISDE. 
VS. MAN BEAT WILL. 
x ΤΕ WILL & MAC DROP STRONG, STOP IN THE HOLE BETWEEN 
` THEM AT 7 YDS. DEEP. 


FULLBACK 4. IF YOU SEE CLOUD FORCE, STOP BETWEEN THE CB AND WILL. 


l< 


IN 


protection 5 SIDB- ROUTE: - WIE RELEASE O!ITSIDE 


C.P.g; l. DRIVE AT OUTSIDE SHOULDER OF STUB. READ HIS DROP. 


2. WORK UPFIELD 7 YDS. DEEP.  JAB AND BREAK OUTSIDE. 
VS. MAN BEAT STUB. 


3 IF STUB IS DROPPING DEEP, BE ALERT TO STOP IN THE 
HOLE BETWEEN HIM AND ROVER OR CORNER. 


spLIT MAX ROUTE 7 RELEASEVAR[ABLE ADJ. Vs. cLouD BURST 


αρ: 1. IF CLOUD FORCE, BURST RUN 7 OFF SAFETY. 
2. NO CLOUD FORCE, CONVERT 7 ROUTE TO 5 ROUTE AT 18 YDS. 
DEEP. 
3. VS. CROWD TECHNIQUE RUN 7 ROUTE OFF CORNER. 
4. KNOW DIFFERENCE BETWEEN COV. 7 & COV. 4 CROWD. 


spLrT NORMAL ROUTE 7 RELEASE INSIDE Ару. vs. сою NONE 


ADJ. Vs. cov. 2: OE 


C.P.s: bu INSIDE RELEASE. GET TO YOUR B.P. OF 12 YDS DEEP. 
2. READ COVERAGE FOR ADJUSTMENTS. 
3. VS. CLOUD FORCE, GIVE A GOOD POST MOVE. YOU MAY BE 
ABLE TO SPLIT THE TWO DEFENSIVE BACKS TO THE FLAG. 


sprit SLOT ROUTE 9 RELEASE VARIABLCApJ. vs. cLoup NONE 


C.p.s: 1. VS C-2 RUN POST ROUTE - STAY ON NEAR HASE 
2: VS. DEFENSE WITH MAN IN THE POST. 
A. COVERED - RUN 4 ROUTE AT 16 YDS. DEEP. 
B. §NCOVERED - RUN 6 ROUTE AT 20 YDS. DEEP. 


SERIES & PROTECTION FLARE PATTERN 844 FLARE CONTROL WIDE 


COVER 4 FREE 


COVER 1 SKY | COVER ? 


| 
C 


COVER 5 SKY _ 


COVER 6 | COVER 9 


COACHING POINTS 


SERIES ἃ PROTECTION FLARE parrern 588 FLARE CONTROL B WIDE- 

QUARTERBACK STRONGSIDE ROUTE WHEEL 
p.s.L. SAPETIES READ FRANK-STUR DROP 7 STEPS 
PROGRESSION 


1. YOU SHOULD HAVE A GOOD OPPORTUNITY TO HIT YOUR 8 ROUTE 
C.P.s: ON THIS PATTERN IF FRANK WORKS DEEP OR STRONG. 
2. WHEN WORKING THE 8 ROUTE BE ALERT FOR MAC OR BUCK'S DROP. 
3. m AREA READ. 


4. ALERT FOR CROWD COVERAGE ON 7. VS CROWD HE CONV 
ВЕ ALERT Mo ME AE : CRO CONVERTS 
REC. ADJs Vs CLOUD X BURST Y ONE z NONE:Y's aps. Vs. σού. 2 NONE 
HALFBACK 
Protection S.D.U. WILL ΟΥΤΕ WHEEL 
C.p.s: l. CHECK WILL. GOOD ARC RELEASE THRU OUTSIDE SHOULDER OF 
WILL. 
2. ACCELERATE THIS ROUTE UPFIELD TO A DEPTH OF 5-7 YDS. DEEP. 
3. MAKE WILL AND CORNER THINK YOU'RE GOING DEED. 
A. AT 5-7 YDS DEPTH ROLL TO YOUR OUTSIDE AND COME UNDERNEATH 
FULLBACK... „ОБО. 
see B5. NO ADJUSTMENTS ON THIS ROUTE. 
Beotection Serie STUB RouTE WIDE RELEASE OUTSIDE 
c.p.g: l- DRIVE AT OUTSIDE SHOULDER OF STUB. READ HIS DROP. 


2. WORK UPFIELD 7 YDS DEEP, JAB AND BREAK OUTSIDE, VS MAN 
BEAT STUB. 

3. IF STUB IS DROPPING DEEP, BE ALERT TO STOP IN ΤΗΕ HOLE 
BETWEEN HIM AND ROVER OR CORNER. 


x 
sprit WIDE ROUTE 4 RELEASE VARIABLE aps. vs. CLOUDBURST 
c.p.g: 1. 4 ROUTE B.P. IS 18 YARDS DEEP. 
.P S: ο’ READ CORNER'S FOR COVERAGE 
3. DRIVE OFF AND PUSH DEEP TO 18 YDS. GET MAXIMUM DEPTH 
AND WIDTH. SQUARE UP AT 23 YDS DEEP. AS YOU BREAK INSIDE 
THE ОВ WILL THROW YOU OPEN. 
ë 4. BE ALERT FOR "BRACKET" ADJUSTMENT. 
spLIT NORMAL ROUTE 2 RELEASE OUTSIDE ADJ. Vs. CLOUD NOME 
ADJ. Vs. COV. 2: NONE 
m |. TAKE A OUTSIDE RELEASE AND RUN YOUR ROUTE OFF THE 
-.P.s ROVER. GIVE HIM A GOOD OUTSIDE MOVE ON YOUR BREAK. 
2. YOU ARE AN OUTSIDE 8. NO ADJUSTMENTS. 
4. YOUR B.P. IS 10 YDS. DEEP. LOOK FOR BALL AT 12. 
Z 
spLIT SLOT rouTE | RELEASE INSIDE aps. vs. cLoup NOME - 


C.P.s: L. "Bobo. АТ 10-12 YDS. DEEP. 
ΠΡ o. VS CROWD CONVERT 4 ROUTE TO ZERO. 


SERIES & PROTECTION L ParrTERN 400 FLARE CONTROL FLAG 


END LINE 


COVER 4 FREE Ἢ 


COVER 1 SKY | COVER 2 
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SERIES & PROTECTION R paTteRN 970 FLARE CONTROL FLAG 


COVER 4 FREE 


L 


е 


ORANGE RIGHT 


e а ος ασ © 


Key 4 Zero 8 A Shoot Key 272 Up X-Z Delay 
Key Fake Zero 44 A Shoot Key 272 Up X-Z Fake De 
Key 768 A G.O. A 6) Key Zero 44 B Shoot 
Key 972 A Post Flare 787 B Wheel-Snea 
Key 768 A Fake Delay Flare 989 B Cross-Snes 
Key 599 A Center O Flare 844 

Max 989 P.U. Dash at 8-436 

Flare Dash at 8-472 Fake Dei 


Key SSY Pick 
Key SSB Pick 


TRIPS RIGHT 


© s amas ©) 


Key 499 A Cption (Ὁ 
O Scot 637 B Post 
‹ Scot 834 B Post 
Flare 844 
C Flare 787 B Wheei-Sne: 


FAR LEFT GUN 


© шо © 
Scot 368 (Ὁ (©) 


Scot 399 Go š Ө, 
Flare 844 (CH) 


Flare 787 A Wheel-Sneak (OH). 
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DUEL RIGHT GUN 
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Lucky Zero 94 B Flag 
Lucky 772 B Delay 
Lucky 973 B Center 
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"Ен" Quo STACK NICKEL| 50 NICKEL 
BLOCKING RULES 
Y: SHUT OFF 3 TO STR. ILB'ER 
PT. BASE BLOCK £2 WITH "I" BLOCKING 
PG: BASE BLOCK #1 WITH "I" BLOCKING - BUBBLE, BASE BLOCK L5'ED 
OCN : UNCOVERED: FOLD WITH OG-COVERED: BASE BLOCK £0 WITH "I^ BLOCK 
ος: EVEN, FOLD WITH OCN ON WK ILB - ODD: BASE BLOCK #1 
OT: SHUT OFF 22 On MD - TAG THE 90 DEF. 


A BACK: AIMING POINT - NEAR HIP OF CENTER. HIT HOLE AS OUICKLY AS POSSISL 
Back: BASE 
x: PRESS: RUN HIM OFF. NO PRESS OPTION BLOCK. 


z: 9 ROUTE 


32 TACKLE TRAP 33 TACKLE TRAP 


AUDIBLE 
C) 92 TT 
Es c 
e 
E S 
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BLOCKING RULES 


SEAL #2 MAN 

BLOCK WEAK ILB'ER VS 49 - ODD FRONT PASS INFL. D.E., BLOCK HIM 
PASS INFLUENCE, SHUT OFF #3 VS EVEN. PAL BLOCK NOSE ALL OTHERS 
BLOCK AWAY ALL EVEN DEFENSES - PAL BLOCK NOSE ALL OTHERS 
SHOULDER POST #1, SHUT OFF D.E. - BUBBLE, CHOKE IT, BLOCK AYAY 
DULL TRAP D.T. VS EVEN, JOKER BLOCK ALL OTHERS 

Spe pog SUNCADDBON POLTE 

LATERAL STEP. ШОШ, [NTO HOLE. HUG DOUBLE TRAM. 

PRESS: RUN HIM OFF. xO PRESS, BLOCK OPTION. 


RUM OFF. : 


ey PACA 


OT: 


(SLANT 34) (SLANT 35) 
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BLOCKING RULES 
SHUT OFF #3 MAN - ALERT LIGHTNING FORCE FOR EAT 


BASE BLOCK D.E. 
BASE BLOCK #1 - ALERT FOR COG & TAG CALL. 


BASE BLOCK £0 - CAN USE COG & POVER SNAPPER BLOC 
BASE BLOCK #1 - ALERT FOR POWER SNAPPER CALL IF UNCOVERED 


SHUT OFF £2 - EAT ‘vs LIGHTNING FORCE 


A BACK: BLOCK WILL: TAKE BEST PATE qO BLOCK WILL = DON'T CHOOSE A SIDE 


В BACK: ROLL TO - PASE ОР pu aap: TACKLE RUN DAYLTTE. 


x: 


2: 


pRESS: RUN OFF, NO PRESS, OPTION BLOCK 
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BLOCKING RULES 
y: HOOK EMLOS 
PT: HOOK #2 (EXCEPTION, 70E, HAVE TO DULL) 
PG: HOOK #1, IF #1 TOO WIDE, CALL "LOOSE", PULL, BLOCK F.S. 
OCN : BLOCK #0, IF =0 TOO WIDE, CALL’ LOOSE, BLOCK F.S. 
OG: CUT OFF #1 TAG 90,:40 - PULL BLOCK F.S. VS 70 
OT: CUT OFF #2 OR M.D. - TAG 40. 40 STK & 90 - BLOCK #1 VS 70 
X BACEt BALL CARRIER. RECEIVE WD отт. BFAD BLOCK OF Y. TRY TO GET OUTSIDE 


B BACK: BLOCK FS UNLESS “LOOSE” CALL, BLOCK STRG. INSIDE LB'ER 
x: 8 ROUTE 


Z: PRESS: RUN HIM-OFF. NO PRESS BLOCK CORNER. 


(38 τος») 


c © 
Q SNAP EAT С) 
30 NICKEL | 90L NICKEL z 
SS Wy M \ 
© b ο ass 
С) Q EAT Q 
wor maer | το magn -'Ὁ 
ς F ς B 56 F 5 
Y 7 M ass 
SS (E T δὲ 
EAT Q |i TAG С) SNAP O 
a 40 STACK NICKEL, 50 NICKEL „С 
BLOCEING RULES 
Y: SHUT OFF #3 MAN - ALERT EAT CALL 
PT: BASE BLOCK #2 - IF TOO WIDE & WILL INSIDE, GO FOR WILL - TÀG 
PG: BASE BLOCK #1 - POS. GEORGE & TAG 
OCM : BASE BLOCK 50 - POS. SNAPPER & GEORGE 
- OG: BASE BLOCK #1 - ALERT SNAPPER 
OT: SHUT OFF 52 - MAKE EAT CALLS 


A BACK: BLOCK WILL - OUTSIDE 5 HIT AS TERI μα vOU MAY GUT ON DOG. 
B 5ACX3: SPRITE ο ashe Or Sa TES PRES CEDE BALL, READ BLOCK OF P.T. PR CUTE. 
μα. PRESS: RUN HIM OFF - NO PRESS BLOCK OPTION. 


Z NEUN ORE 


amino 


PLAY PASSES --GENERAL INFORMATION 


There will be several types of play passes in our offense. 
The term used to describe them will be primarily to designate 
the blocking scheme. 


PASS 


SLIDE PASS 


BOOTLEG 


SPRINT PASS 


RUNNING PASS 


GOAL LINE PASSES 


DASH 


Our play action type passes are: 


This involves a blocking scheme which 
is exactly the same or which closely 
coincides with the running play we are 
faking. QB pulls up to throw from 
inside the tackles. 


This involves a scheme whereby a faking 
back is responsible for picking up a 

Red Dog by an inside backer. This allows 
several linemen to coordinate in such a 
manner that the offside rushers -- in- 
cluding the OLB -- are accounted for. 

The back not faking inside is responsible 
for the OLB to the playside. 


Action whereby the QB fakes ἃ hand off 

but retains possession, and moves 
simultaneously away from faking area, 
attacking the flank. The QB has the option 
of passing or running with the ball. 


Action whereby the QB opens and as he moves 
away from the L.O.S. he simultaneously 
attacks the flank. The QB has the option of 
throwing to one of the receivers or of 
running with the ball. One or more linemen 
will pull out to protect for the OB. 


Passes, off of a running action, thrown by 
someone other than the QB. 


Special blocking on play passes used at the 
goal line in order to cope with specific 

goal line protection and coverage considera- 
tions. Often these are used in short yardage 
Situations, also. 


Whereby the QB initially sets up inside 
the protective pocket to lure rushers on 
an upfield course. The QB then breaks 
sharply at a designated flank, usually 
aided by а nail down block. А planned 
pass pattern is executed in conjunction 
with this action. 
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40 STACX 
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_PASS 30 DRIVE 208 


40 
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BLOCKING RULES 


CH BLOC 
PLAY ACTION r2. 


CLAY ACTION #1 ~ UNCOVERED, DOWN BLOC NOSE. 


"RN BLOC AWAY - (EXCEPTION, 30 


& 70 DEF.) 


COVERED, TURN BLOC AWAY - UNCOVERED, MAC TO WILL. 


PLAY ACTION -2 


DRIVE AT OUTSIDE LEG OF WEAKSTDE 
INSIDE, RUN ARROW. 
DRIVE AT. INSIDE LEG OF PLAYSIDE GUARD - BLOC LST INSIDE BACKER 


WILL COMES 


VS 90, MAC = VS 50, STUB. 


TACKLE - BLOC WILL ON OUTSIDE 


2 ROUTE - VS CLOUD, BERST; VS PRESS O.S. 


S ROUTE 


Doc 


Ë 


X | 
C 
[ | 
^on об 
Cp - MUST HAVE EXCELLENT HARD 
DRIVING FAKE BY FB ON ALL 
30 DRIVE PASSES. 


I RIGHT PASS 30 D - 708 


F 
C 
W M 
ies. 
| "οοὐφοῦ 
PRE adi ee RIGHT PASS 30 D - 2 POP 2 
F 
C 
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5 
| σος 500 
CP: - ONLY AN 8 YD. SPLIT BY Z. 


BROWN RIGHT PASS 30 D - 208 Z POST 
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SLIDE PASS 24- WAGGLE 433 


e. 30 


SOHO g^ Ὁ 


SLIDE PASS 25-WAGGLE 43. 
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BLOCKING RULES 


' i 

T9. pe i 
Y: 3 ROUTE 
EE N BLOC D.E. 
PG: COVERED: M BLOC 
OCN: SLIDE BLOC AWAY (EXCEPTION, 901, 
OFT G: SLIDE ELOC AWAY 


SLIDE ELOC AWAY 


А ВАСК:ОЛТУЕ TO TAIL Or CALL SIDE CUADD, 


BACKER. _ ALERT. 90: AND 40 STACK 
B BACK -RLOCK WILL AGGUESSIVE 
πι SEAN 4 TOUTE 


ὅτ 5 ROUTE 


-.UNCOVERED SLIDE BLOC AWAY 


1 BLOC NOSE) 


ACCEPT PAKE, BLOCK IST INSIDE 


κο ο. 


ὁ oppa 


CP Z - 4 DIAGONAL B.P. IS 
10/12 YDS. DEEP: 3-5 YDS INSIDE NUMBERS 
CP VS C-2: X CONVERT 8 TO 7: Z CONVERT 
DIAGONAL 4 to D.B.4 ae: 24-824 DIAGONAL 


C 
C 5 | 
` | 
ae | 
Ἐπ Ó 
BRN RT. 
C.P. X-RUN 6 ROUTE AT 10 YDS. S.P. 28 628 
F 
C 
R 
C ү "τν: $ 
oonoóo 
κο 
C.P. X-RUN 4 ROUTE AT 10/12 YDS. DEEP I RT. OPPOSITE S.P. 24-794 
C C 
R 
" M D S 
Q ος Ὁ Φ 
: Q 


OC O 


é 
"nr 
ж 
СР: X-RUN AWAY 6 ΟΡΤΙΟΝ ο. 


QB - VS WEAK CLOUD CHECK Y'S 
ROUTE. USE A PUMP FAKE TO X r 
TO ENCOURAGE FRANK TO REACT. I RIGHT S.P. 25 - 699 


C 
"d 
E A | 
<6, ND M. - 
N 
cOOBOOO0 
CP: X-RUN AWAY 6 OPTION τ Q, 
CB -VS WEAK CLOUD CHECK Po 
ROUTE. USE A PUMP FAK | | 
TO ENCOURAGE FRANK το REACT. — DUECE LEFT OFF 5.5. 24 699 
F 
C Coo C 
u^ δ dme 


CP: X-RUN SEAM 4-CONTROL 
YOUR SPEED TO GET OPEN 
OVER MIDDLE 


OB - VS STRONG CLOUD CHECK 4 ROUTE I RIGHT S.P. 25 wWAGGLE 433 


CP: X-RUN SEAM 4-CONTPOL 


"OUR ἜΤ OPEN DUECE RICHT OFF 
YOUR SPEED TO G . RO ο WACGDE d$ 


τὰ [ὰ 


TWIN RT. SHORT JET S.P. 24-428 OH 


RUN SEAM 4 
OH BLOCK 2 CTS. READ ROVER 
GET OPEN. 


GREEN RIGHT S.P. 34-904 H SHOOT 


F 
C 
W M COND 
RUN SEAM 4 Q, 
OH BLOCK 2 CTS. READ ROVER ls 
GET OPEN. TWIN RIGHT S.P. 34-904 B SHOOT 
F 
C 
C 
| : 
ku eH E B 
' S 
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DUECE RIGHT JET - S.P. 25 - 423 
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DUECE LEFT OFF TIM S.P, WAGGLE 67 


N R 
w M B 


ta Оос dauo 
== Q О 
1 DUECE LEFT OFF FAKE ZOOM 
S.P. 24 WAGGLE 670 


SLIDE 


Yes 

PT: 

PG: 
OCN: 
OFT G: 
OFT T:. 
A BACK: 
B BACK: 
X: 


PASS 29 - 824 DIAGONAL zu | SLIDE PASS 28 - 824 DIAGONAL 


40 40 
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BLOCKING RULES 
2 ROUTE 


M BLOC #2 - UNCOVERED, CK LB'ER, DROP TO HELP INSIDE. 
COVERED, M BLOC #1 - UNCOVERED, DOWN BLOC #0. 

UNCOVERED, M BLOC =] AWAY — COVERED VS 70, 7OE, M BLOC NOSE. 
SLIDE & BLOC #2 AWAY - VS 90, CK. WILL. 


SLIDE & BLOC 723 AWAY 
LEAD STEP - ON CROSSOVER ACCEPT OD FAKE-GATN GROUND TO L.9.S. 
BLOC STUB - ALERT QB'S SLIGHT ROLL YOUR SIDE i 


SPRINT AT-TAIL OF OCN - BLOC МАС - ALERT 30, BUCK, VS 50, STUB 
8 ROUTE i 


πι ol WO AA $ Y 


SPRINT LEFT AT 9 SPRINT RIGHT AT 8 
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2a COLD ὁ, | O 
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dobles) SE EREN 
` Banko!) | i тод, 
d 40 STACK | 50 Ó | 


BLOCKING RULES 
Y 


ONSIDE TACKLE:, BASE BLOCK 


ONSIDE GUARD: COVERED, BASE BLOCK D.T. - UNCOVERED, PULL TO STUB. 
CENTER: COVERED, BASE BLOCK - UNCOVERED, PULL TO STUE. 
OFFSIDE GUARD: COVERED, BASE BLOCK D.T. - UNCOVERED, PULL TO STUB OR BUCK. 


OFFSIDE TACKLE: BASE BLOCK D.E. 


A BACK: S.P.U. (OUTSIDE MAN) 


B BACK: PATTERN 


FAKE 2S TOSS FAKE 28 
BOOT AT 8 - 924 BOOT AT 9. - 924 


Φόρφοὗ» ο ο EP ον À 


50 40 STACK 
B M W W M B 
S: ΒΕ T ὃν d Т E S 

ο Оооо е е сепсе ο 

30 30 

BLOCKING RULES 

Y - INSIDE RELEASE, RUN 2 ROUTE AT A DEPTH OF 10 YDS OVER W.S. TACKLI 
PT _ INFLUENCE BLOC #2-SET HIM UP, BE READY WHEN HE RECOVERS. 
PC _ COVERED, INFLUENCE BLOC rl - UNCOVERED, PULL AWAY, BLOC FREE MAN. 
OCN — COVERED, INFLUENCE BLOC #0 - UNCOVERED, RUN COG AWAY. 
OFT G - COVERED. INFLUENCE BLOC #1 - UNCOVERED, PULL AWAY, BLOC STUB TO: 5 
OFT T= INFLUENCE BLOC #2 = SET HIM UP - BE READY WHEN HE RECOVERES 
z - SEAM + ROUTE 
X - 9 ROUTE 
ÇB - FAKE PLAY ACTION, BOOT, READ UNDEPNEATH COVERAGE TO BOOTLEG SIDE 


A - RUN ACTION CABLED - N.S,P.U. 
B - RUN ACTION CALLED ~- N.S.P.U. 


Y 


ONSIDE TACKLE 
Y SIDE 


ONSIDE 
GUARD 


CENTER 


)FFSIDE 


GUARD 


OFFSIDE 
TACKLE 
OPEN SIDE 


QUARTER 
BACK 


B BACK 


A BACK 


COACHING POINTS 


PATTERN 


POSITION STEP SEMI-AGGRESSIVE ON D.E. - IF HE IS WIDE, 5 OR 


POSITION, YOU'LL HAVE TO GIVE À LITTLE GROUND το GET TO HEAD-UP 
POSITION. GET ALL OVER HIM, SMOTHER FIM, DON'T LET HIM GET 
UPFIELD ON YOU, KEEP PUSHING HIM OUT - VS. 40, 70, YOU & GUARD 
WILL AREA BLOCK THE E.T.'S & TES US. 


POSITION STEP SEMI-AGGRESSIVE ON D.T. - STAY ALL OVER HIM, VORK 
TO GET OUTSIDE POSITION ON HIM - UNCOVERED, 30, 90 & 50, PULL 
OUT FOR STUB (OR SE) - NO STUB, CHECK FOR ROVER, THEM EACK 
INSIDE TO HELP. 


UNCOVERED, PULL TO STUB, CHECKING MAC ON WAY - MAN ON, POSITION 
STEP ONSIDE SEMI-AGGRESSIVE - VS 70, AREA STUNTS, TT'S WITE 
YOUR OM GUARD - BUBBLE TO CALLSIDE, NOSE IS YOURS TO CALL SIDE. 


COVERED, POSITION STEP INSIDE HINGE, WILL AREA STUNTS WITH 
YOUR TACKLE TRY TO GAIN GROUND TO ONSIDE - UNCOVERED VS. 70 & 
50, PULL TO BLOCK STUB (CHECK FOR LEAKAGE ON WAY). UNCOVERED 
VS. 30, PULL TO EUCK, NO BUCK, TURN BACK TO HELP. 


HINGE INSIDE, BLOCK #2 MAN TO OUTSIDE OF BALL, TAKE GOOD 
POSITION INSIDE - HB WILL BE PICKING UP THE NEXT MAN TO YOUR 
OUTSIDE. 


1 OPEN-SPRINT TO CALL SIDE 
2. CET А DEPTH OF 7 YDS OVER P.S. TACKLE 
3 GET OUTSIDE 


N.P.U. RUN ARROW ROUTE, LOOK FOR BALL OVER OUTSIDE SHOULDER. 


S.P.Ur OUTSIDE MAN YOUR SIDE. OT WILL PICK UP INSIDE MAN. 
TAKE BEST REREASE RUN IN ROUTE. 


DASH RT DASH LT 


40 40 


30 90L 


i 
s |x bj 9 


2 
40 STACK 50 ως) O 


BLOCKING RULES 


Y PATTERN 

ONSIDE TACKLE: Eu AOI BASE BLOC D.E., HELP WILL CONE FRO" OUTSIDE-IN 
ONSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, PULL TO CALL SIDE TO 
CENTER: ας UE BASE BLOC NOSE - UNCOVERED, PULL TO CALL SIDE TO 
OFFSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, PULL TO CALL SIDE “O 


HELP (EXCEPTION 30 DET, BLOC ILE TO HELP) 
OFFSIDE TACKLE: COVERED, BASE BLOC D.E. 


A BACK: IF TO CALL SIDE S.P.U. WILL/FRANK NO DOG HELP PIN D.E., 
AWAY FROM CALL S.P.U. WILL/ PRANK 
B BACK: IF TO CALL SIDE S.P.U. STUB, NO DOC, HELP PIN DE, AWAY 


FROM CALL S.P.U. STUB/ROVER. 


i nes 


COACHING POINTS 


PATTERN 


: TAKE NORMAL DROP FOR FIRM PROTECTION, BUT YOU KNOW OB "ILL ROLL 
ONSIDE TACKLE] το YOUR SIDE AFTER А 3-4 STEP DROP - BE PREPARED FOR HARD INSIDE 
Y SIDE OR UPFIELD RUSH, GET DOWN THE MIDDLE OF D.E., SLOW HIM DOWN, 

HELP WILL COME FROM OUTSIDE FROM YOUR BACK - ONCE YOU FEEL YOUP 
BACK HAS STOPPED THE D.E., LOOK TO SLIP OFF TO HELP TO YOUR 
OUTSIDE. 


ONSIDE SET UP FOR NORMAL FIRM PROTECTION IF COVERED - OVER PLAY HIM 

i SLIGHTLY TO OUTSIDE, AS YOU KNOW CB WILL ROLL YOUR SIDE AFTER 

GUARD A 3-4 STEP DROP - BE PREPARED FOR D.T.'S OUTSIDE REACTION WHEN 
QB STARTS HIS ROLL - UNCOVERED, CHECK YOUR L.B. AS YOU PULL TO 
CALL SIDE TO HELP WHERE NEEDED. 


SET UP FOR NORMAL FIRM PROTECTION IF COVERED - OVER PLAY HI! 
SLIGHTLY TO CALL SIDE, AS YOU KNOW CB WILL ROLL TO CALL SIDE 
CENTER AFTER Aged STEP DPOP - BE PREPARED FOR NOSE'S ONSIDE REACTION 
N LE WHEN CB STARTS HIS ROLL - UNCOVERED, CHECK MAC AS YOU PULL TO 
CALL SIDE TO HELP WHERE NEEDED. 


\PFSIDE SET UP FOR NORMAL FIRM PROTECTION IF COVERED - OVERPLAV HIH 
SLIGHTLY TO CALL SIDE, AS YOU KNOW OB WILL. COLL AWAY FROM YOU 
AFTER A 3-4 STEP DROP - BE PREPARED FOR D.T.'S INSIDE REACTION 
WHEN OB STARTS HIS ROLL-UNCOVERED, 20 DEF,CHECK YOUR ILB, THEN 
GUARD DROP BACK & HELP OCN OR OFF TACKLE, το О? 90 DEF, CHECK MAC 
às YOU PULL ТО CALL SIDE TO HELP WHERE NEEDED. 


| SET UP FOR NORMAL FIRM PROTECTION - OVER PLAY HIM SLIGHTLY TO 
OFFSIDE INSIDE AS YOU KNOW О.В. WILL ROLL AWAY FROM YOU AFTER Α 3-4 STEP 


TACKLE DROP - BE PREPARED FOR D.E.'S INSIDE REACTION ? 


OPEN SIDE 


1. USE A 3 STEP DROP AND ROLL TECHNIQUE. | 
2. YOU CAN BACK OUT WHEN WORKING TO YOUR RIGHT. ROLL ON 4th ST: 
3 YOU CAN REVERSE OUT WHEN WORKING το YOUR LEFT. ROLL ON 4TH. 


QUARTER 
STEP. | 
BACK 4. THREATEN THE FLANK AS QUICKLY AS POSSIBLE, BUT BE DEEP 
ENOUGH ON YOUR ROLL TO CLEAR ΤΗΣ D.E.'S RUSH. 
το CALL SIDE S.P.U. STUB/ROVER. NO DOG OR BLITZ, HELP OT PIN 
B gue D E AWAY FROM CALL 5.5.0. STUB/ROVER. 


TO CALL SIDE S.P.U. WILL/FRANK, NO DOG Op BLITZ, HELP OT Pls 


D.E. AWAY FROM BALL S τν, SILL/FRANK. 
A BACK 


TWIN RT. τοιί 
DASH AT 8-472 FAKE DFLAV 


FLANK RT. JET 
DASH AT 9-472 FAKE DELA 
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TWIN LEFT 
DASH AT 9-436 
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С ( 
n w toon τ 
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O TREY RIGHT ZIP 
: a DASH AT 9-472 FAKE DELA 


TWIN RICHT ZIN 
CP. Y: TRY TO PICK FRANK κα, DASH AT 8 ZERO 87 
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FLARE SCREEN MECHANICS 


I. QUARTERBACK 


1. To call a screen, call first the pass Series that directly relates to 
the type of screen we want to run. 


a. The series call will define all blocking assignments 
and direct the backs. 


b. Example: Flare - L - Flood - R 
2. Secondly, call the RB's position name. (The receiver - FB - or HB). 
3. If a flare is going to be used, it is called third - Flood FB Alley. 


4. Call Screen, alerting everyone to add screen assignments to the 
prctection called. 


a. Example: Flood ~ FB ~ Alley Screen 


S. The final call is the direction of the screen. 


IV. PROTECTION AND BLOCKING FOR SCREEN 


not change 


© 


1. The Series call directs all assignments. They d 
when moved into the screen game. 


45] 


If the series dictates an S.P.U. assignment on a LB'er, carry out that 
assignment before running the screen. 


3. If a LB'er dogs and you have S.P.U. assignment on him, ake him on 
then release into the screen. Don't carry out your screen course аз 
far now. 

4. If vou go to release and can't get out, check down. 

5. If you are the back being screened, set up inside and read the P.G. 
He's going on 3 count. Release attempting to stay just benind him 65 
he is going to block force. Try to release under the P.T. 

6. ΤΕ onside in a screen, but not being screened to, run an INSIDE flare 


and keep going. Example: Flood - FB Screen. 


7. If we don't want the RB to sit inside and read the guard, the QB will 
call a specific flare route. Run the flare as you would in the 
redular passing game, turning the flare into a Screen technique. 
Example: Flare - HB Alley Screen Left. 


A Wien backside of a flare series screen, run a Fast Base flare and 


L 
be alert for a lay off. 


2901 


III. 


IV. 


8. Make a Go Call as soon as the QB releases the pass and work back 
away from L.O.S. to make catcn. 


RECEIVERS 


l. Onside wide receiver, release and push the corner otf the turn in 
and block the safety. 


tƏ 


The flanker cannot afford to spend as much time with the push 
upfield due to the fact the S/S forces quicker than the F/S. 


3. IZ you read Cloud Force, take the corner on, then release on upfield 
to the safety. This will help the guards block. 


4. Y - onside release and push S/S off, then turn in on F/S. If 5/5 


most dangerous at the time, take him on and let F/S go. Backside - 
execute a void technique. Make it look like a pass route. 


PROTECTION AND BLOCKING FOR SCREEN 


Plavside Tackle - Be an actor. Set to d inside. 


nvite defensive en 
screening linemen to 


Set deep enough to allow : 
clear along L.O.S. Cut defensive end if he clears 
outside. 

Playside Guard - Flare protect for 3 counts. Release and arc 


s 
block lst defender to force from outside. 


Center - Flare protect for 3 counts (favor a Lu or Ray 
call opposite the playsice vs. a 30 defense). 
Release and block lst defencer to force from 
inside. 

off Guard - Flare protect for 3 counts. Release and check your 


o 
own backfield for pursuit by the playside defensive 
el 


end. Turn upfield as personal escort t2 receiver. 


Ort Tackle - Flare protect. 


COACHING POINTS 


STUUTS 


ONSIDE TACKLE TAKE NORMAL DROP ELOC pk, “= ЖОП ЬЕ SrTER 2 ΠΤ; 

Y SIDE 1002,, cut the D.E. ~ ποτ Spes DULRSUPAO = SEMSSXESD, IT'S 
A PASS FIRST, SCPEEN SECOND - MUST CIVE OE PMPLE TIME - VS. 30 
DEF., ESTUE DOG & you? D.E. EAS INSIDE CHANCE OVER νοῦΡ CUAFD, 
YOU'LL SWITCH ASSIGNMENT & EECOFE THE LEAD ELOCKER IN TEE SCREEN- 
MUST CET "GO" CALL ΓΡΟΝ R.B. BEFORE TURNING UPFIEDD. 


PASS BLOC NOPMAL FIRM PROTECTION FOR 2 COUNT IF COVERED-RELEASE 


ONSIDE 
& SPRINT TO OUTSIDE UAITINC FOP "CO" FROM B.E. TO TURN DOUCTFIELD 
GUARD BLOCING TO INSIDE - UNCOVERED, ТАКЕ SFORT SET, HELP WHERE NEEDED 


NO HELP SPRINT TO OUTSIDE WAITING FOR "co" FROM R.B. TO LEAD 
SCREEN - ZONE ELOC ALL STUNTS, MICHT SLOW you DONN TO GET ТО 
SCREEN AREA EUT WE MUST CIVE OB AMPLE TINE - PASS FIRST, SCREEN 


SECOND., 


PASS BLOC NORMAL TIRM PROTECTION FOR 2° COUNTS IF COVERED-RELEAST 
& SPRINT TO OUTSIDE, WAITING FOR "GO" FROM R.B. TO TURN DOWNFIEL 
BLOCKING TO INSIDE - UNCOVERED, TAKE SHOUT SET, HELP WHERE NEEDE 


CENTER 

NO HEL? NEEDED AFTER 2 COUNT, SPRINT TO OUTSIDE VAITINC FOR "CO" 
FROM R.B. TO LEAD SCREEK. ZONE ELOC ALL STUMTS - MUST CIVE OB 
AMPLE TIME, ELOC PUSPED FOR 2 COUNTS BEFORE EVEN THINKING OF 
ρα HILL 
r= COVERED, BLOC rins PROTECTION ALL THE WAY - IF YOUP. D.T. 


- STUNTS, AND HO OTEEP РЕГ. MAN PEPLACES EIM, CO ТО SCREEN AREA 
ACTER 2 COUNTS & ELOCK - IF UNCOVERED, NO ONE COMES TO YOU IN 
2 COUNT PERIOD, ACAIN RELEASE TO SCREEN AREA. FIRST MAN, NO 

GUARD OME AHEAD OF YOU, PLOC FORCE - 2ND MAM OUT BLOCK INSIDE - ZONE 
ALL STUNTS, COOD SOLID STOP FIT TOR 2 COUNTS BEFORE PELE2SING. 


ZONE BLOC ALL STUNTS 


OFFSIDE Έτος FORMAL FIRE PROTECTION - ZON - REALLY 
j HOUND YOUR MAN - DON'T RELAX VUEFN νου ΕΕΣΣ THIS PLAY CALLED, 
TACKLE MUST GIVE CE TIRE TO LOOK DCUPFFIELD FIRST, ПОТЕТМС ТЕБЕБ TEDL 


OPEN SIDE BACK TO SCREEN МАМ - THIS TAXES SOME TIME. 


| 1. TAKE A 5 STEP DROP - ALD POSE AND LILLY CALLS ARE F 
>. PEAD PATTERN TO IT'S COMPLETION. 
QUARTER 3. WE WANT TO THROW DOUNFIELD IF POSSIBLE. 
4. ALEPT TO THE FACT THE SCREEN EACK IS HOT VS. OLE'EP DOC. 


BACK 


IF YOU ARE TEE SCREEN БАСК, SET UP AND RELEASE IMMEDIATELY. 


νου HAVE M.S.P.U. 
DRIVE FLAT FOR 4 STRIDES, READING OLB'ER FOR DOC. [E RE 


2. 
DOGS, YELL ПОТ! HOT! 
3. IF THERE IS NO DOC, LOSE | YD ОГ νους КАРЫ. SET Uo ALI 
επουτρ B2 S YDS. DEUS. e 


GIVE TUE O.E. YOUR NUMBERS. “ZOU 
M ττ νου ADE КОТ TUE SCREEN BACK, που HAYE S.D U. OM OLE'EP. 


A BACK μις εν οι DOUG RUE) Beets 


эс) 


All basic Screens will be thrown with 


READ 


before the Screen men release. 


working downfield before he elects to Sc 


QB: 


Drop Back Action ...... 


Screening Back ......... 


Ό 


A 


Q0 


sce Tackle ........ 


r, P.S. Guard, 
ide Guard — 


Set 
man 


r3 


2) 


SCREENS 


jw 


second regular pass protection, 
d is vital because the QB is 


quickly at 5 steps. Read defensive 

who can stop pattern called. Upon 
reaction, either go to pattern or screen. 
If he drops to cover pattern, go to screen 
back. 

If he stays flat to cover screen, go to 
pattern. 

I? he blitzes, go to screen bacx immediately. 
Read pattern to its completion. 

N.S.P.U. - You are hot. 

Take 3-4 quick steps to side of screen. 


If LB'er blitzes, be alert for pass. 
No blitz, settle down outside and face QB. 
Set up 2 yards inside numbers. 


Run pattern called. 


Firm protecticn, working defensive man to 
inside. C.P. - incorporate a delayed cut 
bbock. 


Firm "area" protection for 2 ccunts. Two 
free blockers release and block in front 

£ play. First man released, block cutside 
"ill or Stub). Second man released, block 
inside (Mac or Buck). See reception. 
Vs. 30 - one of the guards stays with nose. 
Center and other guard release. 

Vs. 40 - center release first on l - 1/2 
counts.  Playside guard release late, 

2 - 1/2 counts. 

Vs. 30 - weak screen alternate scheme 
Roger, Larry. 
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ROSE STRONG 


ARCU m 


ROSE WEAK 


40 DEF. 


10 STACK 


LILLY STRONG 


30 DEF. 


30 


| 


40 STACK 


LILLY WEAK 
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5 STEP DROP. READ COVERAGE AND REACTION OF MAN WHO CAN TAKE AWAY THE 
QB PATTERN. READ PATTERN TO IT'S COMPLETION. 


FIRM. 6. 
VS. CROWD - O.S. 
VS. CLOUD FORCE FADE 


W Wr 


ear E end 


- FIRM 6 AT 8 YDS. ΡΕΕΡ. 


" l. FIRM 6. 
š 2. VS. CROWD - 0.8. 
ο, “VS CLOUD: = FADE 
т=н ы ыдан ta n ey шыр Жыш шы ia E EE === 
š Sup Du WIDL = RUN BASE 
B N.S.P.U. YOU ARE HOT VS. STUB DOG. 


2909 


DUECE RIGHT 666 ROSE 


' V | 
V Ay 
V E 
* S x VERE. -- 


5 STEP DROP. READ COVERAGE AND REACTION OF MAN WHO CAN TAKE AWAY THE 
PATTERN. READ PATTERN TO IT'S COMPLETION. 


FIRM 6. 
VS. CROWD - 0.5. 
VS. CLOUD FORCE FADE 


C2 С» rr 


FIRM 6 АТ 8 YDS. DEEP. 


1. FIRM 6. 
i 2. VS. CROWD - O.S. 
3. VS. CLOUD - FADE 


S.P.U. WILL - RUN BASE 


πα ος YOU ARE HOT VS. STUB DOG, 


DUECE RIGHT LO 6 HOOK LILLY 


5 STEP DROP. READ PATTERN TO SCREEN. 


li. “RUN 6 ROUTE АТ 12 YARDS DEEP. СЕТ TO SIDELINE. 
2. VS. CLOUD - FADE 
3 VS. CROWD - O.5. 


OH 


a TTT TTT 
FIRM 6 

VS. CROWD - O.S. 

VS. CLOUD - FADE 

IF THE ROVER BLITZ YOU HAVE BLITZ CONTROL 


________.....„—————————————Ө——өӨ ш c CCP CO CMLU 
Ñ HOOK ROUTE AT 8 YDS. DEEP. 


Y 


L. ο) [9 re 


N.S.P.U. HOT V3. WILL SLITZ. 


RED RIGHT 626 LILLY 


5 STEP DROP. READ COVERAGE AND REACTION OF MAN WHO CAN TAKE AWAY THE 
TO IT'S COMPLETION. 


Pp PATTERN. READ PATTERN 


FIRM 6 


1. 
` 2. VS. CROWD - O.S. 
3 VS. CLOUD - FADE 
7 YARDS DEEP OVER P.S. GUARD. 


RUN 2 ROUTE 7 


NN ΓΡ ΠΠ ΓΓΓΓΓ-ΓΓ 


τ 1. FIRM 6. 
τ 2. VS. CROWD - 0.5. 
3. VS. CLOUD - FADE 
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FAKE 21 QUICK SCREEN RIGHT το X FAKE zı  «uICK SCREEN LEFT TO X 


Cy (Sa 


MESES 


40 STACK 50 


BLOCKING RULES 


Y 


I . AGGRESS. BLOC D.E, I^ MIDDLE #'S - RELEASE ACROSS HIS FACE 
ONSIDE TACKLE: TO BLOC FORCE-WIDE D.E., RELEASE BEHIND HIM. 


ONSIDE GUARD: AGRESS. BLOC. D.T. WITH INSIDE SHOULDER LOOKING FOR NILL-RELEAS 
- FOR P.O.A.LOOK FOR WILL-UNCOVERED, FINESSE LB, RELEASE FOR WII 


. 40 DEF- AGGRESS BLOC Ο.Τ. WITH ON GUARD-RELEASE BEHIND D.T.EO 

CENTER: pog \zpOOK INSIDE Don AGO RLD, AGRESS. BLOC NOSE RELEASE 

OFFSIDE GUARD: AGGRESS. BLOC Ῥ.Τ. 1 COUNT, RELEASE D.F.-BUBBLE,FINNESS LB, 
RELEASE. 

Serene TAREE ACORESS. BLOC DLE; 1 COUNT Uh M.D. - RELEASE D.F. 

A BACK: EXECUTE RUN FAKE CALLED - KNOW SPECIFIC BLOCKING ASSIGNMENTE 


B BACK: ENECUTE RUN FAKE CALLED - KNOW SPECIFIC BLOCKING ASSIGNMENTS 


QUICK SCREEN LEFT TO 2 OUICK SCREEN ποτ TO 2 


ы а Wc 
pur 


| UC 6 
ο 70E 70 


= 555059, 


M n TE ο 658. 


BLOCKING RULES 


Y INSIDE RELEASE, BLOCK STUE OR MAC 


ISIDE TACKLE: ACGRESS. BLOC D.E. IN MIDDLE #'S - PELEASE ACPOSS EIZ “ACE 
QNSTDE ТА TO BLOC FORCE - VS 70E & 50, LOSE GPOUND, BLOT D.E. THEN CO. 
ONSIDE CUARD:  AGRESS. BLOC D.T. IN MIDDLE 4'S - RELEASE ACPOSS HIS FACE 
FOR Р.О.А., ТООК FOR STUE-UNCOVERED, FINESS LB, RELEASE FOR 
р 
CENTER 40 DEF, STEP ONSIDE GAP THEN CO BEHIND D.T. FOR P.0.A.-LOOK 
INSIDE FOR MAC COVERED, ACRESS. BLOC NOSE, RELEASE FOR ГАС. 
OFFSIDE GUARD: дєрксс BLOC Б.Т. 1 COUNT, RELEASE D.P.-ECBELZ, PINESS LP, 
ο δες DLS. 
OFFSIDE TACKLE: πέρρες. BLOC D.E. 1 COUNT ON N.D. = RELEASE. D.F. 


A BACK: RUN PLAY ACTION FAKE CALLED - KNOW BLOCKING ASSIGUNENTS. 


B BACK: RUN PLAY ACTIO" БАКЕ CALLED - KNOW ELOCKINC ASSICNMENTS. 


oe 
40 STACK 


COACHING POINTS 


Y PATTERN 


| == TAKE NORMAL DROP. STAY WITH D.E. AT A DEPTH OF 5-6 YDS. CUT 

ONSIDE TACKLE| ΤΗΕ D.E. IF POSSIBLE - ALLOW RD x LINE TO RELEASE UNDER YOU. 

Y SIDE ZONE ALL STUNTS - DON'T MAKE YOUR DROP SO OBVIOUS TO D.E. SO HE 
CAN READ IT. AFTER CUT, GET UP & STAY ALL OVER HIM, KEEP HIM AW. 
FROM PURSUING. 


ONSIDE SET UP REGULAR PASS PROTECTION - ZONE ALL STUNTS - STOP RUSHER 

IN HIS TRACKS, STAY UP TIGHT ON HIM LET HIM GO BY YOU- RELEASE 
GUARD ON 3 COUNT UNDER OTT ( ) - RELEASE D.T. AWAY FROM SCREEN 
IF POSSIBLE - SPRINT TO OUTSIDE, EYES D.F., FIND FORCE MAN, LIST: 
FOR "GO" CALL FROM R.B. & BLOC FORCE MAN (USUALLY CORNER) 


SET LP REGULAR PASS PROTECTION - ZONE ALL STUNTS - STOP RUSHER I: 

HIS TRACKS, STAY UP TIGHT ON HIM, LET HIM GO BY YOU- RELEASE ON 

3 COUNT UNDER OTT - RELEASE D.T. AWAY FROM SCREEN IF POSSIBLE. 
CENTER SPRINT TO OUTSIDE "ON GO", LOOK BACK INTO YOUR BACKFIELD, PICK 
OFF "SPY", NONE, LEAD BALL CARRIER. BE ALERT FOR WILL COMING 


INTO SCREEN AREA. 


^FFSIDE SET UP REGULAR PASS PROTECTION. ZONE ALL STUNTS - STOP RUSHER 

IN HIS TRACKS, STAY UD TIGHT ON HIM LET HIM GO BY YOU - RELEASE 
ON 3 COUNT UNDER OTT - RELEASE D.T. AWAY FROM SCREEN IF POSSIBLE 
SPRINT TO OUTSIDE, EYES D.F., OX ας” CALL, LOOK & BLOC ANY 
DEFENDERS COMING FROM INSIDE. 


GUARD‘ 


SET UP REGULAR PASS PROTECTION - ZONE ALL STUNTS - STAY 


DERSTDE ALL TEE WAY, DON'T LET HIM PURSUE PLAY. 
‘TACKLE 
OPEN SIDE 
1. DROP 7 STEPS, PAUSE THEN DROP ON BACK TO THROW 
2. IF THROWING TO YOUR LEFT, AFTER 7 STEPS DROP, GO INTO PEDAL 
QUARTER TECHNIQUE. 
BACK 3a IF THERE IS A DEFENDER IN THE WAY OF THE SCREEN, MOVE TO 


HIM & THROW 


NNNM LL Ah ны @ 
STUD - RUN BASE 
B BACK 


. ον. UE La 

ος SET UP INSIDE, RELEASE WITH р. ., CANT GET OLT CHECK DOWN. 
Da [F WILL DOGS, YOU MUST BLOCK HIM BEFORE RELEASING N10 
SChELN. 


A BACK 


d a τς 


STRONGSIDE SCREEN 
ini SCREEN RIGHT TO FD 


40 DEF. 


| эсу? 


ко. i a, i 
Pu κ . A0 STACK | ^ 


COACHING POINTS 


ONSIDE TACKLE TAKE NORMAL DROP-STAY WITU D.E.-AT А DEPTH OF 5-5 YDS. CUT- THE 

« SIDE D.E. LE POSSIBLE - ALLOW R.D. & LINE TO RELEASE UNDER YOU. ZONE 
Š ALL STUNTS - DON'T MAKE YOUR DROP SO OBVIOUS TO D.E. SO HE CAN 
READ IT - 50 ἃ το E, SLIDE- TO D.E. & EXECUTE SAME TECHNIQUE. 
AFTER CUT, GET Up & STAY ALL OVER HIM, KEEP HIM AWAY FROM 


PURSUING. 


ONSIDE SET UP REGULAR PASS PROTECTION - ZONE ALL STUNTS - STOP RUSHER 
IN HIS TRACKS, STAY UP TIGHT ON HIM LET HIM GO BY YOU - RELEASE 
GUARD ON 3 COUNT UNDER OTT (ALERT 50 DEF) RELEASE D.T. AWAY FROM 
SCREEN IF POSSIBLE - SpRINT TO OUTSIDE, EYES D.F., FIND FORCE 
MAN, LISTEN FOR "GO" CALL FROM R.B. & BLOC FORCE MAN (USUALLY 


CORNER) 


SET UP REGULAR PASS PROTECTION-ZONE ALL STUNTS - STOP RUSHER IN 
HIS TRACKS. STAY UP TIGHT ON HIM, LET HIM GO BY YOU - RELEASE 
ON 3 COUNT UNDER OTT. RELEASE D.T. AWAY FROM SCREEN IF POSSIBLE 


CENTER 
SPRINT TO OUTSIDE, LOCK BACK INTO YOUR BACKFIELD, PICK OFF "SPY 
NONE, LEAD BALL CARRIER ON "GO". BE ALERT FOR STUB COMING INTO 


SCREEN AREA. 


OFFSIDE SET UP REGULAR PASS PROTECTION - ZONE ALL STUNTS - STOP RUSHER 
IN HIS TRACKS, STAY UP TIGHT ON HIM LET HIM GO BY YOU - RELEASE 
oN 3 COUNT UNDER OTT - RELEASE D.T. AWAY FROM SCREEN IF POSSIBLE 

spRINT TO OUTSIDE, EYES ШЕ, ON "now CALL, LOOK & BLOC ANY 


GUARD DEFENDERS COMING FROM INSIDE. 


OFFSIDE SET UP REGULAR pass PROTECTION - ZONE ALL STUNTS 
j D.E. ALL THE WAY, DON'T LET HIM PURSUE PLAY. 


TAGRLE 
OPEN SIDE 


. DROP 7 STEPS. PAUSE, THEN DROP ON BACK TO THROW. 
2. LF THROWING TO YOUR LEFT, AFTER 7 STEPS DROP, CO INTO PEDAL 


TECHNIQUE 
3. IF THERE IS ἃ DEFENDER IN THE wAY OF THE SCREEN, MOVE το HI 


& THROW 


QUARTER 
BACK 


l SET UP INSIDE, RELEASE WITH P.G., CAN'R GET OUT CHECK DOWN 


d IF STUB DOGS YOU MUST BLOCK HIM. THES RELEASE [NTO SCREEN. 


3 BACK 


GOALLINE SHORT YARDAGE FRONTS 


3001 


GOALLINE ; SHORT YARDAGE OFFENSE: PLAY: QE ТЕРСЕ at 
inn ER ERN 


F 
[E M 5 
v wv Ua М-Ы PRI 
< © 
45 
F É F 
M M É 
EA lay αι k tT 
OS SGT, COG THOS, 
61 . νι mun b. А ТЕЕ | TURN 
F c ER IM E 
C s w αν 
V Si Уууу Xx 55 


M 

Nad 

V м MY 

exe ο O00. 
61 TITE INSIDE τν LIST IIS INSIDE dm 
| COACHING POINTS i 


τε: DOWN BLOC TO YOUR T's HID 
PT: DOWN BLOC TO YOUR G'S HID 
PG: APEX WEDGE MAN ON - SHOULDER APEX MAN IN GAP 


OCN: BLOC TO APEX GUARD'S HIP - MAN IN GAP, SHOULDER ADEX P.G. 
OFG: DOWN BLOC TO YOUR OCN'S HIP 
OFT: DOWN BLOC TO YOUR OFG'S HIP 


OFTE: DOWN BLOC TO YOUR OFT'S HIP 


QB: TAKE ONE DROP STEP. "POWER" RUN THRU APEX OF WEDCE 


ВС: SPRINT SPOT - TAIL Or TACKLE - SEAL OUTSIDE 
RB: SPRINT SPOT e TAIL OF TACKLE - SEAL OUTSIDE 


WING: DONN BLOC TO YOUR TE'S HIP 


3002 


GOALLINE / SHORT YARDAGE OFFENSE: PLAY: PITCH 33 Za» 


| 


F C P, 
Г Md M VECC r w M 5 C 
8559638: E TA 
61 N CALL 61 TITE ODD-I 


F C 
C VA Gro Š > 
> < Q O 
«σοοσους; «ο ORO 
61 TITE INSIDE ODD-I 61 TITE INSIDE WK  ODD-I č  ć 


COACHING POINTS 
TE: INSIDE RELEASE, BLOC F.S, 
pt: PULL INFLUENCE 
PG:  ODD~I (AROUND D.T.) TO MAC - POS ODD OR ` BLOC 
OCN: AWAY BLOC (COG) 
OFG: COG BLOC PLAVSIDE GAP 
OFT: M BLOC PLAYSIDE GAD 


OFTE: M BLOC S.S. 


QB: FAKE PITCH TO HB, REVERSE AROUND QUICKLY, HAND OFF TO B.C. 

BC: SPRINT SPOT - NEAR LEG OF CENTER - LEAD STEP e KEY SING MAN'S 
TRAD BLOCK. HUN DAYLITE 

RB: SPRINT SPOT - SIDELINE =- ACCEPT OB'S PITCH FAKE 


VrNGS SHORT JET MOTION = ZAP DEF R.T. CPOS. ZAP ON MAC Ох МОСАГТГ) 


GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 24 ото: 


weet 


F F 
M 6 M 5 
V 
61 61 TITE 
F кс: C c š η 
: ж» ум ν AVN 
d doree ol όδαεσας 
61 TITE INSIDE 61 .TITE INSIDE Wx 
COACHING POINTS 
TE: GIVE YOURSELF SOME ROOM, BLOC MAC 
DT: T PULL, BLOC SUPPORT 
PG: M BLOC 
OCN AWAY BLOC 
OEG PULL, TRAP D.Z. (=2 MAN) 
OFT: M BLOC PLAYSIDE GAP 
OFTE M BLOC PLAYSIDE GAP 
QB FAKE PITCH TO FB, REVERSE TO B.C. UAND-OFF-FAKE PASS 
BC: SPRINT SPOT - FAR LEG OF CENTER - SLIGHT LATERAL STE 
QB TO GET AROUND. 
RB SPRINT SPOT - SIDELINE = ACCEPT PITCH FAKE BY CE. 


WING: 


M BLOC S.S. 


GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 28 G BLAST 


р POS. ODD CALL 


61 TITE INSIDE Ἢ Ν | 61 TITE INSIDE WK 
COACHING POINTS 


TU T Ae ¿ 
WING: 


POST STUB FOR WING - (PAL BLOC) (ALERT ODD CALL) 
M BLOCK (ALERT ODD CALL) 

PULL THRU HOLE. LOOK IN, CK MAC TO C 

OVER BLOC (TOO WIDE CALL "ODD") 

M BLOC PLAYSIDE GAP 


M BLOC PLAYSIDE GAP 


: M BLOC PLAYSIDE GAP 


OPEN TO B.C. GET DEPTH QUICKLY - HAND-OFF. FAKE BOOT. 
LEAD STEP - ON CROSSOVER - ACCFPT GALL - KEY WING AND FE'S BLOCK 
SPOT - OUTSIDE LEG OF TE - BLOCK FIRST MAN OUTSIDE WING 


UN 
a ei ο... 
BLAST BLOC STUB WITH TE, DAD TO MAC CALFRT ODD CALL) 


WING: 


VISE TO M BLOC 


VISE TO M BLOC 
M BLOC PLAYSIDE GAP 
M BLOC PLAYSIDE GAP 


M BLOC PLAYSIDE GAP 


OPEN TO B.C. GET DEPTH, HAND-OFF. GET OUT OF В.С.'5 PATH ТО 


SPRINT SPOT - NEAR LEG OF CALL SIDE GUARD 


SPRINT SPOT = TAIL OF TACKLE = BLOCK 


M BLOCS a. 


30060 


FRANK 


GOALLINE , SHORT YARDAGE OFFENSE: PLAY 31 PLUNGE 
F 
s ee -- 
АЕ? \ v S 55 
δ ὁ Ob 
νυ a. «αρα... αφ 
45 
VISE ` 
F F 
ον & 1 CE y PR aes 
S δ ὅπό ὅ δα 2:12 
VISE 61 TITE VISE 
F F 
V x P ον xÇ : Y V v V Y ο 
οι BS pdb SE 
VISE VISE 
ITE INSIDE | 61 TITE INSIDE WE 


RUN DAYLITE 


D 


z0, 


GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 22 PLUNGE 
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61 EVEN 61 TITE CDD-I 
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61 TITE INSIDE ODD-I 61 TITE INSIDE WK  ODD-I  . . 
| COACHING POINTS 
TE: M BLOC 
PT: ODD-EVEN-ODD I-TRAP BLOCKING 
PG: ODD-ODD-I-EVEN-TRAP BLOCKING 
OCN AWAY BLOCK 
OFG:  TRAP.81 MAN 
OFT: M BLOC PLAYSIDE GAP 
OFTE: M BLOC PLAYSIDE GAP 
GB: OPEM TO B.C. GET DEPTH. HAND-OFF. GIVE E.C. PCOM TO HIT P.O.A. 
BC: SPRING SPOT PAR LEG OF CENTER - FOLLOW TRAPPING GUARD - ALERT FOF 
EVEN CALL (PLAYSIDE TACKLE ON MAC) 
RB: DRIVE AT TAIL OF TACKLE - BLOCK FRANK 


WING: pzEL, Gt BLOC S.S. 
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GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 28F BLAST 


45 


m 


E 


TITE INSIDE 
COACHING POINTS 


POST STUB FOR WING (PAL BLOC) 
| BLOC 

PULL, TRAP 5.5. 

OVER BLOC 

M BLOC PLAYSIDE GAP 

M BLOC PLAYSIDE GAP 


M BLOC PLAYSIDE GAP 


REVERSE TO B.C. HAND-OFF-FAKE BOOT 


ο. SPOT - TAIL OF TE =- KEY TE AND PULLING GUARDS BLOCK. 


JAYLITE 

SHORT STEP UP - CK AREA - N/T LEAD ТИВОШОИ ECL 
FOR MAC TO FIRST COLOR 
BLAST BROC STUB WITH TE =- PAL ТО МА 
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GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 39 BOSS 


(ALSO 39 


45 
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ς Buck eel Bu 


61 TITE INSIDE | TE eee WK 
COACHING POINTS 


puce M BLOC 

PT: M BLOC - TAG 

PG: M BLOC TO COG TO TAG 
OCN: M BLOC TO COG TO TAG 


OFG: M BLOC PLAYSIDE GAP 
OFT: M BLOC PLAYSIDE GAP 


OFTE: M BLOC PLAYSIDE GAP 


QB: REVERSE RIVOT. GET DEPTH. HAND-OFF. FAKE PASS 

C: SPRINT SPOT - INSIDE LEG OF PLAYSIDE TACKLE. LEAD STE 
BC: ON CROSSOVER - THREATEN CONTAIN - RUN DAYLITE. 

EB SPRINT SPOT - OUTSIDE LEG OF TE - EOSS BLOCK CB. 


WING: M BLOC-S.S. 
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GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 34-Μ-Ττ 
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NING: 


COACHING POINTS 


M TO VISE 
M TO VISE 


M BLOC PLAYSIDE GAP 
M BLOC PLAYSIDE GAP - EAT 
M BLOC PLAYSIDE GAP - EAT - FREE SAFETY 


REVEPSE PIVOT. GET DEPTH, HAND-OFF. FAKE PASS. 


SLIGT POLL STEP = KEY PLAYSIDE TACKLE = Τ᾽ FOP. HOLE 
KEY PLAYSIDE TACKLE - TAKE BEST PATH - BLOCK 2ND 1.5: 


M BLOC S.S. FROM PEEL 
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GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 29F 


61 X o -- 61 TITE 


F F 
τ E Өр: "Í Y να, 
ὅθ απο oo «ὅδ πο ὃ δα 
61 TITE INSIDE Du 61 TITE INSIDE WK 
| COACHING POINTS 
TE: | M BLOC HOOK 
PT: M BLOC HOOK 
PG: PULL, ELOC FORCE 


OCN: M ELOC - OVER 
OFG: M BLOC PLAYSIDE SAP 
OFT: M BLOC PLAYSIDE GAP 


OFTE: M BLOC PLAYSIDE GAP 


GB: REVERSE TO B.C. HAMD-OPFF - FAKE BOOT. 


Be: SPPINT SPOT - SIDE LINE KEY PLAYSIDE TE AND PULLING GUARDS 
RUN DAYLITE. 
RB: SHORT LEAD STEP - INSIDE LEG OF PLAYSIDE GUARD. CK OG APS 


SEARCH FOR 1ST INSIDE BACKER PLAYSIDE. 
WING: PEEL, M. BLOC 5.5. 
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GOALLINE / SHORT YARDAGE OFFENSE: PLAY: 2r BOS 


= C/D FREE SAFETY 
uS M C 
By REESE 
45 
COG 5 
F = 
C 
| 
C M 5 M s 
Y yf χὰ ενω νο 
° 004 6 Ó gO O Ç 
61 СОС 61 TITE СОС 
T F 
C 
C E d Mm 5 C w QAM 
`Y уу уу Š O Y - 
ὄὼοτιο οὉ DO! 
TAC TAG Q 
61 TITE INSIDE | EN ΘΙ TITE INSIDE WK 
COACHING POINTS 
TE: M4 BLOC 
PT: M BLOC TO TAG 
PG: ч BLOC TO COG TO TAG 
осу: M BLOC TO COG TO TAG 
Окс: M BLOC PLAYSIDE GAP 
OFT: M BLOC PLAYSIDE GAP 
OFTE: M BLOC PLAYSIDE GAP 
OB OPEN TO B.C. - GET DEPTH AS QUICKLY AS POSSIBLE. U 
| PASS 
BC: EXPLODE - TO TAIL OF CALL SIDE TE - KEY TE'S BLOCK 
RB EXPLODE - TO TAIL OF CALL SIDE TL - KEY ТЕ'5 BLOCK 


WI 


BOSS: BLOCK. 
πα: M BLOC 3 ae 
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WING: 


GOALLINE / SHORT YARDAGE OFFENSE: PLAY: TOSS 


C „' m 
Viv YN 
ὄσσπτος 
O 
61 TITE INSIDE WK 
COACHING POINTS 


M BLOC 


M BLOC (POSSIBLE TAG) 

M BLOC TO OPTION PULL TO TAG 

M BLOC TO OVER (POSSIBLE SNAPPER) 

M BLOC PLAYSIDE GAP 

M BLOC PAYSIDE GAP 

M BLOC PLAYSTDE GAP 

REVERSE PIVOT - TOSS TO B.C. WITH SLIGHT LEAD. Al 
JERSEY OF B.C. 

OPEN - ACCEPT TOSS — KEY FB AND TE'S BLOCK - GAIN 
ON OPEN STEP. 

SPRINT SPOT - TAIL OF WING MAN - BOSS BLOCK FORCE 


TOLEROS S TS p 
MO BLOC SS. 
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POWER GREEN LT. 
PASS 26 - 704 AP 


POWER ΒΒΟΝΝ RT. 
pASS 37 - 704 ARROW 


| 


d 


MU 


{Boop 
ο- Ἔχ 


POWER BROWN RT. PEEL POWER GREEN LT. 
PASS 37 - 704 ARROW PASS 26 - 704 A 


PEEL, POWER GREEN LT. р 


POWER BROWN ΠΤ. 
pass 26 - 072 ARRO 


p. 397 - 072 ARRON 
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POWER RED LT. POWER RED RT. 
PASS 26 - 704 ARROW PASS 21 BOOT - 


GREEN RT. ZIP 
DASS 36 - OTZ 


POWER RED RT, PEEL 


072 ARROW 


PASS 26 - 


GREEN RT. ZIP 
PASS 26 = Oils 


POSER ppp ΕΤ TREN 
p. 27 - ОТ? ARROS 


30-5 


DOWER RED RT, POWER CREEN LT. 
DASS 26 - ZERO 88 ARROW P. 37 - O18 SWING (016 SWING) 


a Wm: 
b Soomoof | ὁ 


@ 


BROWN RT. OPPOSITE TWIN PT, TOM 
S.P. 28 088 B CROSS QUICK 989 B UP 


R 
οσο sn e 600000) 
(p κο ο Q 


@ 1 


TREN DE ele 
QUICK KEY OH 42 A 
FAKE DELAY 


TREY LT. MOTION 


D. S0 072 ARRON 
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TOUGH TERRITORY OFFENSE 


GOING IN AREA 


In general terms Tough Territory begins at the 5 
yard line. It παν vary to the 15 or 25 yard line acc 
to specific opponents. We will apply our Tough Terri 
approach from the Blue 20 yard line until we get intc 
Line situations at which point our goal line approach 
take over. 


1.1 Our basic philosophy will be first stay with wha 
us down there. This means if we have sustained 
drive, we will attempt to keep the pressure on t 
defense. TEMPO IS IMPORTANT - STAY AFTER "EM! 


l. Be alert for dogs, especially if we have jus 
the GOING IN AREA and it is first down. 


2. We would like to stay ahead of the down and 
Situation. Don't allow them to dictate to u 
must make 4 yards on first down! 


d. When vou realize it you can average d yards 
once inside the 530. and it will only take y 
to score, you will really increase the numbe: 
times you will score once down there. 


4. DON'T THINK ABOUT SCORING IN ONE PLAY. Now 
don't set inside the +20 until it is 3rd dow 
thinking definitely changes and is directed 
plan and score! 


1.2 WE MUST COME OUT WITH A SCORE - TD or FG. 


1. Game situations change things but our first 
will always be TD! 


1.3 Offensively we will try to control the defense b: 
allowing them to double cover the receiver we wa: 
work to. The use of formations, zoom and play a: 
passes will enable us to do this. 


1.4 Play action passes isolating backs on LB'ers or ! 


underneath coverage will be a major phase of our 
inside this area. 
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1.5 Tough Territory is sub-divided into three segmen 


1. 


2. 


Blue 20 to Blue 12 yard line. 

Blue 11 to Blue 6 yard line. 

Blue 5 to goal line: 

a. Tf down and yardage requirement is more 
one yard per down,we will treat it as To: 
Territory. 

Bs If down and yardage requirement is one y: 


or less per down, we will treat it as a 
line situation. 
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III. 


PLAN FOR NICKEL, DIME, AND OUARTER COVERAGES 


GENERAL INFORMATION 


These coverages are used in likely passing situations: 


ls Nickel -- Five defensive backs. 
2. Dime -- Six defensive backs. 
3. Quarter -- Seven defensive backs. 


For purposes oí this discussion, we will refer to all of 
these coverages as "Nickel Coverages." In broad terms there 
are two general types of Nickel Coverage: 


1. Zone nickel coverage. 


2. Combination nickel coverages which employ double coverage 
on some receivers and single man to man coverages on 
otner receivers. 


ZONE NICKEL COVERAGES 


These will not require specific adjustments in our routes or 
flares. In actuality, the defense has merely replaced a line- 
backer with a defensive back. 


COMBINATION NICKEL COVERAGES 


In the combination nickel coverages the defense can emnloy a 
broad variety of double coverages, usually on two or all three 
of the receivers. Usually the backs are not double covered, 
and they will usually enjoy one on one coverage. 


In attacking these combination nickel coverages, we may have to 
adjust flares for our backs and/or routes for our receivers. 
This does not necessarily mean that we will add patterns. We 
will, however, need to make occasional adjustments in our basic 
patterns. 


3103 


PLAN FOR COMING OUT OFFENSE 
αμ ο NE UEP ENSE 


I. BASIC PHILOSOPHY 


1. 


1 


N 


Our primary objective is το Set the ball out beyond the 
25 yard line before having to punt. If we can do this, 
opponent will initiate their drive on approximately the 
-35 yardline. 


1. Note: An offensive team has approximately a 29% 
less chance to score a TD or FG if they initiate a 
drive on the minus side of the 50! Get the ball 
Out to the 25!! 


We are not going to play defensive offense when backed ur 
It 15 up to each man to "Strap It On" and Get After 'Em! 
Passes will be included in our coming oux offense. 


There are certain general principles which apply throughc 


the entire 25 yard coming out area. These are: 

1. Do not throw deep in the middle. Middle area passes 
Over LL yards are taboo in this area. А Ὁ Route is 
Okay, but 4 and 8 Routes are not desirable. 

2. We are thinking primarily of getting first downs in 


this area so that at the very least, we can move out 
to more advantageous field position from which to pun 


3. Gadgets are not good plays for Coming Out Offense. 
i. Screens are good selections. 

5. Passes to backs are best. 

6. QB run or pass options such as the Sprint, Dash and 


Bootleg are relatively safe plays. 


7. Our initial thought is to get out of his danger zone 
with our Base Blocking Running Game. Examples below: 
RUNS 
36/37 SLANT 24/25 LEAD 
50/31 PLUNGE 24/25 HAND BACK 
04/95 BASE 26/27 POWER BOB ο 
26727 SUANT 20/21 PITCH 


24/25 DIVE 


ὝΕΣ 


PASSES (Type of Coverage Played Will Dictate) 


QUICK FIRM FLARE KEY L/R 
101 363 Stop 565 Stop T48 Wide 

106 989 439 A Wide'/Snoeak 

FLOOD PLAY PASS PLAY ACTION PASS 
Lo/Hi 7-A Delay P. 30 Drive 208 S.P. Wazgle 633 
Lo/Hi 617 

SPRINT DASH 

453 B Arrow 436 


If we are really backed up inside the -10, we wil 
Pair Offense. 


Concentration on who to attack down here is as imrcrtant as 
how to attack. 


TWO MINUTE CONSIDERATIONS 


The most important part of a game is the last two minutes of eitner half. 
It is imperative to know when the clock is to be stopped and whether the clock 
will start again with the snap or with the referee's signal. 


The теат best able to handle itself through this time period without con- 
fusion and frustration will be tne champion. 


- Mhen we are behind, ball carriers and receivers must think in terms of 
getting as much yardage as possible and then getting out of bounds. When we 
are trying to score,know whether we need a touchdown or a field gcal. 


If we are ahead,stay in bounds and seek to run out the clock. Таке as 
much time as you possibly can in the huddle without violating the 30 second 


count. 


The clock is stopped in the last two minutes when one of the foliowing 
occurs: 


1. Notification of two minute period is given. 

2. A called time-out by player or official. 

3. Incomplete forward pass. 

à. Ball goes out of bounds. 

5. A penalty. | 

6. Injured player. 

7. Quarterback is tackled attempting to pass. 

3. Ona measurement for first down. 

9. Center requests a dry ball. Use this only when the request 


is legitimate. 


The clock starts on the snao: 


1. After a called time out. 

2. After an T E pass. 

3. After the ball carrier has gone out of bounds. 
3. After notification of the two minute period. 
5. After change of possession. 


ὁ, After a penalty. 
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The clock starts on the referee's whistle: 


1 . 


fN) 


[PE 


After a measurement for first down. 

After an excess time out. 

After a lateral out of bounds. 

After a purposely incurred penaity designed to stop the Clock. 


After a quarterback sack. 


On a kickoff during the last two minutes the clock starts when the bail 
is legally touched. 


There are several other important factors which prevail during the final 


two minutes 


* 
! 


b. 


N 


ud 


= 


of each half. These are: 


in ex- 
for an 
be re- 
in pley 
ither 


During the last two minutes of either half, one tir 
cess of the legally allotted three time outs, is 
injured player who must be designated by the cà 
moved from the game. However, tne ball shall n 
thereafter until the clock hes run for ten seco 
half can end during this ten second period. 
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Any subsequent time out under the seme conditions is penalized 


five yards along with the ten second run off. 


Any time the referee determines that an illegal celaying tactic 
is being used he will run ten seconds off the clock. Either 
half can end during this ten second ceriod. 


The referee no longer must wait until all defensive players are 
on the proper side of the line of scrimmage. He can signal the 
ball ready for play when the offense is ready. If a defensive 
man ig on the wrong side of the line of scrimmage at tne snap 
the whistle is blown immediately, the clock is stooped and a 
five yard penalty is marked off against the defense. 


Se 


OUR TWO MINUTE OFFENSE PLAN WHEN WE ARE BEHIND 


MECHANICS 


Whenever the clock is stopped or there is a time out we will huddle 
and call two plays. Both plays will be from the same formation. 


D? the first play results in the clock being stopped we will huddle 
once again and call two plays. 


I? the clock is running after the first play of a two play sequence 
we will line up on the ball and run the second play without huddiing. 
The snap signal is on "HUT." There will be a preliminary call of "SET" 
by tne Q8. Example: 


"SET --  HUT" (Ball is snapped on "HUT") 


If the Q8 does not wish to use the second play of a sequence he will 
yell "Omaha!" several times as our team is lining up. He will then call 
a play twice and the ball will be snapped on the "SET/HUT" after the 
designation of the new play and the "SET" call. An example of this se- 
quence is shown below. 


"Omaha - Omaha - 96 - 96 - SET - HUT" 


[? the two play sequence has been completed and our QB stiii dces 
not wish to huddle he will yell "Omaha!" several times. Our team will 
line up on the ball in the same formation which they had used on the 
previous play and we will once again carry out our "Omana" procecure. 


"Omaha" is used, therefore, in two situations: 
]. When the QB does not want to huddle. 


2. When the QB elects to change the second play of 
a two play sequence. 


On all no huddle plays our linemen will assume a three point stance 
immediately upon lining up. 


IMPORTANT CONSIOERATIONS CONCERNING USE OF YOUR TIME OUTS 


Know the down and yardage. A quarterback must not throw a "kil! 


—— -------- n [ --- — 


the clock" pass on fourth down. A ball carrier and receiver must be 


thinking of getting out of bounds but not on fourth down until he makes 
the necessary first down yardage. 


AAD 


Save all your time outs until after the two minute warning. You 
cannot, however, be certain that all time outs will be available to you 
during the two minute period. We may have had to use one Or more time 
outs on defense in order to conserve time in conjunction with our efforts 
to get the ball back from our opponents. 


[£ three time outs remain you can use one of them during the first 
minute of the two minute period. [t is not desirable to waste a down 
during this first minute if all three time outs are still available to 
you. 


Do not wait too long to use your time outs during the two minute 
period. If all three remain with less than a minute to play be ready to 
start using the first one immediately. 


[£f you are in a situation with more than one time out remaining and 
you have just had a long gainer and the clock Continues to run you should 
use a time out rather than use a lot of time getting our team to the new 


line of scrimmage. 


During the last one minute you need not use a "kill the clock" pass 
i£ two time outs remain. Use either "Omaha" or one of the two remaining 
time outs. We do not want to waste a valuable down unless absolutely 
necessary. 


Á 


When we are behinc use your final time out as folicws: 


--4 


I£ it is fourth down, regardless of time remaining 
if the clock is running. 


2. Mith 15 seconds left for à touchdown regardless of 
-down and distance. 


3. If we are going for a field goal and we are in range 
run the clock down to five seconds; then call tne 
time out. Be careful, of course, not to violate the 
30 second rule when running the clock down to five 
seconds. Get it as close to five seconds as you сап 
within the 30 second limitation. 


a. If a field goal would win the came we will 
run the clock down in order to kick it even 
when it is not fourth down so long as we 
are within easy range. 


b. When a field goal would tie the game and 4 
touchdown would win the game we will utilize 
our downs in order to try for the touchdcwn 
before settling for a field goal attempt cn 
fourth down or on the last play of the game. 
This approach would prevail also at the end 
of the first half. 
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ADDITIONAL FIELD GOAL CONSIDERATIONS WITH NO TIME OUTS REMAINING 


]. If it is nc fourth down and 15 seconds or less remain call 


am "Omana" and use our δὶ audible to kill the clock so that 
we can get our field goal team onto the field. 


2. If it is fourth down with 15 seconds or less remaining and we 
are in rieid goal range we will have to rush the field goal 
team onto the field without à kill the clock play. This 

situation must be anticipated and our players must be alerted 


to the possibility on the previous down. 


STOPPING THE CLOCK WHEN YOU ARE OUT OF TIME OUTS 


If the clock continues to run a fourth time out can be bought in 
the last two minutes of either haif by use of a designated injured player. 


The player must be removed from the game ard the officials will 


run 10 seconds off of the clock. 


Any subsequent time outs for injury will also result in 1G seconds 
being run off the clock pius à penalty of five yards. 


UNUSUAL OCWN AND DISTANCE SITUATIONS 


1. If an unanticipated short yardage situation occurs and you have 
regular personnel in the game line up in a Green formatio 
run a 34/35 M Boss to our tight end side. We will favor con- 
tinuing to use regular personnel in short yardage situations 


when time is of the essence. 


2. If you have goal line personnel in the game and it is a passing 


situation you can do one of the following: 
a. Call a time out if one is available. 


b. f it is not fourth down use a kill the 
clock pass - 91. 


C. If it is fourth down and no time outs remain we 
we will be forced, because of the desperate nature 
of the situation, to use one of our goal line piay 
action passes. We will us» a Power Green Pass 
36/37 (072). The code words for these will be 


"Boston Left" or "Boston Right." 
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WO MINUTE OFFENSE SELECTIONS WHEN WE ARE BEHIND 


BASIC T 


1. Pattern Princiole: We always want to have a running back in 
good layoff position, even if it means calling à different 
flare on one of our basic patterns. 


25 Formation Usage: For the most part our basic formations will 
be used. In order to enhance our passing game, however, we may 
employ four wide receivers. This will usuaily be accomplished 
by replacing one of our backs with а wide receiver. 


d General Plav Selection: We will have basic Two Minute Offense 
selections, but we will be flexible enough to adjust each week 
in accordance with the type of coverage we anticipate. The 
plays listed below will be drawn from each week: 


M~ 
. 


10: 


T 


12. 


13. 
14. 


15. 


16. 


QUARTERBACK SUMMARY SHEET 


You must be absolutely positive about the number of time outs remaining. 
Do not use a time out until our two minute orrense. 


You must be certain that the team is aware of the fact that we are in 
the two-minute offense. 


You must know all the rules regarding the stopping and starting of the 
game clock. 


The team must be aware of whether we are thinking touchdown or field goal. 


Remember -- It is not necessary to call a snap count. we automatically 
go on our first "Hut." Use the "Set" command so a defensive call will 


not draw us offsides. 


Recognize the situation in which you must intentionally throw an incom- 
plete pass - 91. 


Follow the play closeiy 5ο you will be alert to use the "Omana" call. 
Request a measurement anytime the ball is close. 


Remember the situations when it is necessary to have a play called and 
have your team on the [.0.5. ready to go when the Referee "winds" up 
the clock. Use our “Snort Huddle" in this situation. 


You must understand the philosophy of when a called time out is necessary. 
You must hustle to be next to the correct official to quickly get the 
time out called. 


Whenever you are in doubt, call a time out if you have more than one time 
out remaining. 


Think in terms of using ἃ huddle whenever possible. 


Always be in the huddle. The alternate captain should be talking with 
the officials in regard to penalty, measurement, Or any other situation 
that the ball is put back in play by the Referee. 


NEVER GO DOWN WITH THE BALL IN YOUR HAND ON 4TH DOWN. THROW THE BALL 
UP AND HOPE SOMEONE MAKES THE CATCH. DO NOT GET SACKED WHEN WE ARE 

BEHIND AND IT IS OUR LAST SHOT TO WIN. THIS ALSO APPLIES ON 380 DOWN 
IN A MUST FIELO GOAL SITUATION WHEN A SACK WOULO PUT YOU OUT OF RANGE . 


Do not confuse the gare clock with the 30 second clock. 


OUR TWO MINUTE OFFENS[VE PLAN WHEN WE ARE AHEAD 


GENERAL POINTERS OF IMPORTANCE FOR 08'S AND ALL OFFENSIVE PLAYER 
1. Do not call a time out. 


2. Use close to the full 30 seconds on each play if the clock 
is running, but do not cut it so close that you risk a clock 


stopping penalty. 
3. Runners and receivers stay in bounds. 


4. Ball carriers should over protect the ball. Cover it with 
two hands and do not be too intense in fighting for extra 
yardage thereby allowing more defensive players a shot at 
you and at the ball. 

REMEMBER! The defense is going to be going after the ball! 


S5. If there are less than 30 seconds remaining allow the clock to 
run down without leaving the huddle. 


6. Do not incur a penalty. 1% stops tne clock. 
7. [f you are injured try to get off the field under your own 


power. If you remain on the ground the clock will be stopped. 
If at all possible we want to avoid this happening. 


FORMULA FOR USING MAXIMUM TIME IN LAST TWO MINUTES 


There are two Tables shown on this page which help to illustrate the time 
which can be "burned." These Tables are based on factors which involve three 
variables: 


1. The down 
2. The time remaining 
3. The number of time outs still available to our opponents. 


Table I shows the situations in which you merely need to kneel down. In 
actuality the factors are shown in the purest form since the Table is constructed 
with no time being used for the actual running of the QB Kneel play. 


Table II shows the time you can realistically expect to use when we run aà 
play which in itself is designed to consume time. These would not be QB Knee] 
plays. The basic assumption is that you can use five seconds in actually running 
a play when our opponents call a time out immediately upon tackling the ball 
carrier. when the opponents have no time outs remaining,we feel we use 10 seconds 
(5 seconds to run the paly and 5 seconds to unpile) for each first, second, and 
third down play. Fourth down would still be a 5 second play: 


TABLE I: QB KNEEL FORMULA 


| NO ONE TIMEQUT TWO TIMEOUTS | THREE TIMEQUTS 


| | TIME OUTS REMAINING REMAIN REMAIN 
11ST DOWN | 1:30 1:00 :30 | 
aM ay xS KM LC GNU EC NCMO MOON ee ντο xs 


2NO DOWN 


1:00 


| 
| 
3RD DOWN | 30 


'4TH DOWN | | | | 


TABLE II: FORMULA FOR TIME WHICH WE SHOULD BE ABLE TO KILL 
NO ONE TIMEOUT TWO TIMEQUTS THREE TIMEOUTS 
TIMEOUTS REMAINING REMAIN REMAIN 
1ST DOWN | 2:00 1:25 50 20 
i | 
2ND DOWN | 1320... |. :45 15 | 15 
| 
3RD DONN | : 49 : 10 :10 | :10 
4TH DOWN — | E M :05 _:05 ἮΝ :05 
L. Requires using 5 seconds per play when a time out remains. 


2 Rejguires using 10 seconds per play when no time outs remain. 
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PUNTING GAME CONSIDERATIONS IN LAST TWO MINUTES 


I. WHEN WE ARE AHEAD AND WE MUST PUNT 


1. Expect an all out punt block attempt. Protect longer and 
be very alert to employing your protection rules and techniques. 


2. Punter be ready to kick more quickly even at the expense of 
a "picture" punt. 


3. Do not punt out of bounds unless instructed to do so. 


4. In most situations when the clock is running we will probably 
use the full 30 seconds even if it means taking a five yard 
penalty. Only when the five yards are of vital field position 
importance will we punt before the full 30 seconds elapse. 


5. If fewer than five seconds remain we will likely not punt. 
Instead we will try to use the time remaining before our punter 
or ball carrier is tackled. You will receive specific 
instructions on this from the bench. 


6. Do not down a punt but be certain to stay around the ball until 
the whistle actually is blown. | 
II. WHEN WE ARE AHEAD AND THE OPPONENT IS PUNTING TO US 
1. Be overly cautious in avoidina penalties. 


2. Me will instruct the safety man in regard to whether he should 
do one of the followina: 


a. Do not handle the punt under any circumstances. 
Get far away from the ball. Move closer to the 
line of scrimmage and be alert for a fake. 


b. Fair catch. 


€. Use normal punt return procecures. 


III. WHEN WE ARE BEHIND AND THE OPPONENT IS PUNTING TO US 


If it is the last play of either half and a field goal is meaningful 
to us we will fair catch any punt which comes down within field goal range. 
In this situation even if time expired on the last play we would be allowed 
a free kick for a field goal. 


If an opponent has taken an intentional safety and very little time 
remains when they use a high free kick punt from their 20-yard line we are 
allowed to use a fair catch so that our receiver can catch the ball with- 
out interference. Do not do this with no time remaining unless we are in 
field goal range and a field goal is meaningful to us. 


STOPPING ΤΗΕ CLOCK ON DEFENSE PRIOR TO ΤΗΕ TWO MINUTE WARNING 


If we are trailing with the clock running and the opponent has the ball 
with 3:00 or less to play, we will very likely use at least one time out on 
defense prior to the two minute warning. We would have two purposes in mind 
for doing this: 


1. To stop the clock. 


2. To force our opponents to use up one or more downs 
prior to the two minute warning thereby forcing an 
earlier punt from them. 


This tactic is valid even if only 2:05 remains since it will force them 
to use a down before the clock stops at 2:00. 


Two cautionary notes so far as using this tactic are: 


1. Do not call such a time out if the clock is 
stopped (out of bounds, penalty, etc.). 


2. If the opponent is very close to making a first down. 
Remember we are using this tactic in order to make him 
use up his downs. If we use a time out in a situation 
where it seems likely that our opponent will pick up a 
first down anyway we have spent a precious time out with- 
out actually having forced the desired punt. 


We will yell "Geronimo" and give the "Geronimo" signal from the bench 
when we wish to use these defensive time outs. Our defensive captain must 
still use his good judgment so far as the two cautionary items are concerned. 


L OR R SERIES 


ΤΗΕ L/R SERIES JS A STRONG OR WEAKSIDE SERIES, DEPENDING ON THE CALL. 
THE LINE BLOCKS BASE, SETTING UP FOR THE QB TAKING A 7 STEP DROP. 

THE BACK WITH THE CALL HAS NORMAL S.P.U., THEN HELPS HIS OFFENSIVE 
TACKLE FROM AN QUTSIDE POSITION. IF HE DOESN'T NEED YOUR HELP, YOU 
RELEASE ON BASE. THE BACK WITHOUT THE CALL HAS NORMAL S.P.U., AND 
RUNS HIS ROUTE. ALL RECEIVER ROUTES MAINTAIN THEIR ORIGINALLY 
ASSIGNED BREAKING POINTS. 


QUICK OR FIRM PROTECTION CAN BE COMBINED WITH A R OR L SERIES, 
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L PROTECTION 


Lu 5 mm ° 


t i 
HELP WHERE — HELP WHERE ρα 
EDED RAY TOE 70 NEEDED 


Í BED irm Ñ E ^ 
| | O à [30 Oy O 
O $ μα : ο “εδ M 
| b LU Ò i 40 STACK | 50 m d RAY С 


BLOCKING RULES 


Y PATTERN 

ONSIDE TACKLE : BASE BLOC DE. 

ONSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB. 

CENTER : COVERED BLOC NOSE - UNCOVERED, AREA BLOC MAC WITH GUARDS 
OFFSIDE GUARD : COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB. 

OFFSIDE TACKLE: BASE BLOC psp. 

A BACK: LE YOU ARE CALLED ON THE R,L - YOU. HAVE S.P.U. ON FRANK TO 


WILL - NO DOG HELP O.T.: IF YOU ARE NOT THE BACK ON R/L, 
NORMAL S.P.U. š RUN КОКТЕ, 


B BACK: IF YOU ARE CALLED ON THE R,L - YOU HAVE S.P.U. ON ROVER TO 


STUB - NO DOG. HELP O.T.: IF YOU ARE NOT THE BACK ON R/L. 
NORMAL ο ους Ὁ RUN ROUTE, 
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COACHING POINTS 


PATTERN 


BASE BLOC D.E. - POSSIBLE HELP FROM OUTSIDE BY BACK (IF YOU'RE 
ON THE "L" OR "R" SIDE.) SO OVER PROTECT YOUR INSIDE SLIGHTLY. 
YOU ARE ALONE WHEN OLB IS ALIGNED INSIDE D.E. ~ BUBBLE YOUR 
SIDE, BE READY TO HANDLE INSIDE RUSH BY D.E. M/M. 


ONSIDE TACKLE 


BASE BLOC D.T. VS 40, EXPECT HELP FROM OCN, AREA MIDDLE STUNTS- 
VS. 40 STACK LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK - 
LU OR RAY AWAY YOUR SIDE PUTS YOU M/M ON D.T. BUBBLE ON YOU LOU 
OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN.30 DEF, LOU OR RAY 
CALL YOUR SIDE, CHECK LB TO HELP OCN ON NOSE. "L" AND "R" CALLS 
ARE AUTOMATICALLY LU AND RAY FOR THE GUARDS & OCN. 


ONSIDE 
GUARD 


VS. 40, AREA BLOC MIDDLE WITH GUARDS - 40 STACK, MAKE LOU OR RAY 
CALL TO STACK SIDE & WORK WITH THAT GUARD. VS 90 & 70 DEF. YOUR 
BUBBLE GUARD BECOMES LOU OR RAY & WILL AREA BLOC NOSE & MAC WITE 
YOU. VS 30 DEF, "L" ἃ "Н" CALLS ARE AUTOMATICALLY LU & RAY FOR 
THE GUARDS & OCN. I 


CENTER 


VS 40, EXPECT HELP FROM OCN, AREA MIDDLE STUNTS 


BASE BLOC D.T. 


OFFSIDE VS 40 STACK, LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK 
LU OR RAY AWAY YOUR SIDE, PUTS YOU M/M ON D.T. - BUBBLE ON YOU, 
LU OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN - 30 DEF, LOU OR 

ΡΝ RAY AWAY FROM YOUR SIDE, CHECK LB TO HELP BACK ON OLB, NO HELP 


NEEDED, HELP OTT - "L" & "R" CALLS ARE AUTOMATICALLY LU & RAY FC 
GUARDS & OCN. E 


BASE BLOCK D.E. - POSSIBLE HELP FROM OUTSIDE BY BACK. 
YOUR SIDE, BE ALERT TO HANDLE INSIDE RUSH BY D.E. M/M. 


j E 
OFFSIDE ΠΠ 


TACKLE 


QUARTER 
BACK 


IF YOU ARE CALLED ON THE R/L - YOU HAVE S.P.U. ON ROVER TO STUB 
B BACK NO DOG HELP O.T.: IF YOU ARE NOT THE BACK ON R/L, NORMAL S.P.U. 
& RUN ROUTE. 


IF YOU ARE CALLED ON THE R/L - YOU HAVE S.D.U. ON FRANK TO WILL 
NO Ρος HELP O.T.: IF YOU ARE NOT THE BACK ON R/L, NORMAL S.D.U 
A BACK & RUN ROUTE. 


. 
` 


[sos 


R PROTECTION 


B S : ° 6 F s c 
M ү W M & 
SET: TE! EE RE: 5] 
20000 ο | o 08609  . 
О ' ; O 
<————— li ы 
© Š 40 | 40 © δ᾽ 
ч M B y M 
SE! NE 1 E: TR: E af 
o $9590 o  $odóo: 
` Y. Q E ' 
L i 
© д 30 | 90L E" Ó | d 
Ç M S Á (W M 
«Деу ease 
O QQ QO. 5 O a ©, O | 
= NËEDED m 
x LU TOE | Το me LU © HELP WHERE NEEDED 
w M W 
EI um : ἃ By 
o ‘imedeooeo . O dodges 
| | О О 
© RAY d 40 STACK | 5ο Кош LU Туны WHERE NEEDED ` 
BLOCKING RULES 
Y PATTERN 
ONSIDE TACKLE: BASE BLOC DE. 
ONSIDE GUARD : COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB. 
CENTER : COVERED BLOC NOSE - UNCOVERED, AREA BLOC MAC WITH GUARDS 


OFFSIDE GUARD : COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB. 

OFFSIDE TACKLE: BASE BLOC D.E. 

A BACK: IF YOU ARE CALLED ON THE R/L - YOU HAVE S.P.U. ON FRANK TO 
WILL = NO DOG. HELP O.T.: IP YOU ARE XOT THE BACK ON R/L, 
NORMAL S.P.U. & RUN ROUTE, 

b BACK: IF YOU ARE CALLED ON THE R/L - YOU HAVE S.P.U. ON ROVER TO 


STUB - NO DOG, HELP O.T.: IF YOU ARE NOT THE BACK ON R/L. 
NORMAL 5.5.5. & RUN ROUTE 
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COACHING POINTS 


BASE BLOC D.E. - POSSIBLE HELP FROM OUTSIDE BY BACK (IF YOU'RE 
ON THE "L" OR "R" SIDE.) SO OVER PROTECT YOUR INSIDE SLIGHTLY. 
YOU ARE ALONE WHEN OLB IS ALIGNED INSIDE D.E. - BUBBLE YOUR 

SIDE, BE READY TO HANDLE INSIDE RUSH BY D.E. M/M. 


ONSIDE TACKLE 


BASE BLOC D.T. VS 40, EXPECT HELP FROM OCN, AREA MIDDLE STUNTS- 
VS. 40 STACK LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK - 
LU OR RAY AWAY YOUR SIDE PUTS YOU M/M ON D.T. BUBBLE ON YOU LOU 
OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN.30 DEF, LOU OR RAY 
CALL YOUR SIDE, CHECK LB TO HELP OCN ON NOSE. "L" AND "R" CALLS 
ARE AUTOMATICALLY LU AND RAY FOR THE GUARDS & OCN. 


ONSIDE 
GUARD 


VS. 40, AREA BLOC MIDDLE WITH GUARDS - 40 STACK, MAKE LOU OR RAY 
CALL TO STACK SIDE & WORK WITH THAT GUARD. VS 90 & 70 DEF. YOUR 
BUBBLE GUARD BECOMES LOU OR RAY & WILL AREA BLOC NOSE š MAC WITH 
YOU. VS 30 DEF, "L" & "R" CALLS ARE AUTOMATICALLY LU & RAY FOR 
THE GUARDS & OCN. 


CENTER 


"n —  / —ÁM ne A Gn ee ы 
BASE BLOC D.T. VS 40, EXPECT HELP FROM OCN, AREA MIDDLE STUNTS - 


JFFSIDE VS 40 STACK, LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON STACK 
LU OR RAY AWAY YOUR SIDE, PUTS YOU M/M ON D.T. - BUBBLE ON YOU, 
LU OR RAY YOUR SIDE, CHECK LB TO HELP WITH OCN - 30 DEF, LOU OR 
BAY AWAY FROM YOUR SIDE, CHECK LB TO HELP BACK ON OLB, NO HELP 

GUARD NEEDED, HELP OTT - "L" ἃ "R" CALLS ARE AUTOMATICALLY LU & RAY FO 


GUARDS & OCN. 


BASE BLOCK D.E. - POSSIBLE HELP FROM OUTSIDE BY BACK. BUBBLE 
YOUR SIDE, BE ALERT TO HANDLE INSIDE RUSH BY D.E. M/M. 


OFFSIDE 
TACKLE 


QUARTER 
BACK 


ТЕ YOU ARE CALLED ON THE R/L - YOU HAVE S.D.U. ON ROVER TO STUs 
NO DOG HELP O.T.: IF YOU ARE NOT THE BACK ON R/L, NORMAL S.P.L. 
2. 


B BACK 
RUN ROUTE. 


IF YOU ARE CALLED ON THE R.L - YOU HAVE S.P.U. ON FRANK TO WILL 
NO DOG HELP O.T.: IF YOU ARE NOT THE BACK ON R/L, NORMAL S.P ο 


A BACK & RUN ROUTE., 


SERIES & PROTECTION _ “L” PATTERN ZERO 82 FLARE CONTROL PASE Ἢ 


== =-= Q 


COV 1 SKY COV 2 


COACHING POINTS 


SERIES & PROTECTION L OR R_ PATTERN ZERO δῦ FLARE CONTROL BASF 


QUARTERBACK A MAN TO MAN PATTERN 


P.S.L. _SAFETIES READ MAC # 9OVER DROP 7 Š 


PROGRESSION DETERMINED CN FRANK'S RESPONSIBILITY TO HELPING ROVER. 
1. READ MAC AND ROVER TO DETERMINE ZONE OR MAN COVERAGE. 
C.P.s:2. ZONE COVERAGE GO TO BASE. 
3. МАМ COVERAGE READ FRANK'S REACTION TO Y ON HIS 8 ROUTE. 
4. IF FRANK HOLDS POST, WORK Y, IF HE REACTS TO Y, CHECK 2, 
ТЕ 2 IS COVERED BY CORNER, GO το X. 


REC. ADJs Vs CLOUD X RURSI Y NONE ZCONVERT Y's ADJ. vs. cov. 2 NONE 
d93- 


HALFBACK 


Protection L ROUTE NONE 
C.P.s:l-. S.P.U ON WILL. HELP YOUR O.T. 


FULLBACK 
Protection S,P,U, STUB ποῦτΕ BASE RELEASE QUTS[DE 
C.p.s;l. STEP AT STUB, CHECK 'EM & THEN RELEASE LOSING GROUND 

SLIGHTLY. 
2. ROLL THROUGH THE ORIGINAL ALIGNMENT OF Z. 
3. DON'T HURRY, WORK UPFIELD TOO FAR. 

X 

sPLIT 8-10 YDSRourE ZERO RELEASE INSIDE apg. vs. croup BURST 


l< 


IN 


C.P.S: 1, DRIVE UNDERNEATH WILL, AND IF POSSIELE MAC. 
2. YOU SHOULD BE 6 YDS. DEEP OVER THE BALL, FAN UP & COME 
UNDERNEATH & CAINING DEPTH. 
3. DON'T EXPECT BALL UNTIL YOU CLEAR Y'S ORIGINAL POSITION. 
4. YOUR DEPTH ON THE FAR SIDE OF THE FORMATION WHOULD BE 
18-20 YDS DEEP. 


SPLIT NORMAI ROUTE FLAT ἃ RELEASE [NSIDE. ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: NONE 


GET QUICK VERTICAL DEPTH TO 10-12 YDS. DEEP. BREAK ACROSS 


C.P.s: THE FIELD TO A DEPTH OF 18-20 YDS. DEEP. 
2. KNOW COVERAGE - BEAT ROVER, AND PUSH HIM UPFIELD VS MAN 
COVERAGE, 
3. BE ALERT FOR BALL AFTER YOU CLEAR FAR HASH AREA. 
SPLIT ШЕ. ROUTE 3 RELEASE VAR[ABLEADJ. vs. cLoup CONVERT TC 
DRIVE OFF THE L.O.S. AND PUSH THE CORNER DEEP, ATTEMPT- 
C P: S: ING TO PUSH HIM OUTSIDE. 


2. GIVE HIM A JAB MOVE AT THE TOP OF YOUR STEM & BREAK FOR 


POST. 
з, ~ BE ALERT FOR DOG - BEAT CORNER TO POST. BE AWARE OF 
ROVER'S PLAY. HE WILL TELL YOU WHEN YOU ARE PRIMARY 
RECEIVER (6-5-9). 


{зәт 


SERIES & PROTECTION ΕΙ ΑΠΕ PATTERN {1729 FLARE CONTROL "B"CHECK 
ape 


COACHING POINTS 


SERIES & PROTECTION_R/ PATTERN {28 FLARE CONTROL R CHECK 


QUARTERBACK THINK WEAKSIDE 


P.S. L.  SAFFTIES DROP 7 STEP 
PROGRESSION y-x-A 


l. TAKE A GOOD 7 STEP DROP. READ FRANK'S DIRECTION. 
6.5.5: 2. IF FRANK MOVES WEAK, BE READY TO GO TO 8 ROUTE. 
3. YOUR TE WILL DECLARE HIS 2 ROUTE 7 YDS. DEEP OVER 
WEAK-SIDE GUARD. IF MAC DROPS DEEP, GO TO Y ON BREAK 
4. DELIVER BALL TO X AS HE CLEARS Y. 


REC. ADJs Vs CLOUD XRIRST Y NONE Z FADE y's ADJ. vs. cov. 2 NONE 


HALFBACK 


Protection S,P,U, VILI ROUTE RAS 


C.P.s;: l- STEP TO WILL, NO DOG, RUM BASE. 
2. SET DOWN ON BASE ROUTE & FACE OB. 
3. MAKE THIS ROUTE LOOK LIKE A ROSE OR LILLY CALL. 


FULLBACK 


ProtectionS,P,[!, STUR ROUTE CHECK RELEASE OUTSIDE 


C.P.s: 1. CHECK STUB. IF ΠΕ DOGS, STEP UP AND TAKE HIM ON. 
2.. IF STUB DROPS, HELP YOUR SIDE OF L.O.S. 
3. NO HELP NEEDED, CHECK. 


x 
SPLIT WIDE ROUTE L RELEASE VAR[ABLE aDJ. Vs. CLOUD BURST 
C.p.s. i: DRIVE OFF AND PUSH DEEP TO 15 YDS. GET TO MAXIMUM 
ΤῊ ΚΝ DEPTH & WIDTH. | 
2. SQUARE IN AT 20 YDS. AS YOU COME INSIDE THE QB WILL 
THROW YOU OPEN. 
3. BE ALERT FOR BRACKET COVERAGE (6) 
X 
sPLIT NORMAL ROUTE 2 RELEASE [NS[DF ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: NONE 
C.p.g: 1. FORCE AN INSIDE RELEASE. 
[tet 2. COME UNDER ALL LB'ERS 
3. AS YOU CLEAR BALL, FAN UP TO 7 YDS DEEP & DECLARE YOUR 
POSITION: 
Z 4. IF YOU ARE COVERED, YOU CAN SLIDE STRONC. 


SPLIT NORMAL, ROUTE 8 RELEASE VARIABLRDJ. vs. cLovp FADE 


l. DRIVE OFF THE L.O.S. & PUSH THE CORNER DEEP & BURST, 


C.P.s: ATTEMPT TO TURN HIM OUTSIDE. 
2. GIVE HIM A MOVE AT THE TOP OF YOUR STEM & BREAK TO 
. ΤΗΕ POST. 


3. ΒΕ ALERT FOR DOG. BEAT THE CORNER TO THE POST. BE ALERT 
FOR ROVERS PLAY. YOU WILL KNOW WHEN YOU BECOME A 
PRIMARY RECEIVER (3-6-9). 
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SERIES & PROTECTION | PATTERN — 81! FLARE CONTROL ΒΑΞΕ-Υ 
DEEP 


COVER 4 FREE 


== an a 


COV 1 SKY COV 2 κ 


cov 3 2 COV 5 LIGHTNING 


COACHING POINTS 


SERIES & PROTECTION L PATTERN 3814 FLARE CONTROL BASE-Y 
QUARTERBACK THINK STRONGSIDE DEEP 
P.S.L. | SAFFTIES READ MAC TO ROVER DROP 7 STEPS 


PROGRESSION Y TO Z TO B 
I TAKE À GOOD 7 STEP DROP READING MAC TO ROVER FOR ZONE 
C.P.s: OR MAN 
2. STAY STPONGSIDE, CONCENTRATING ON Y TO Z. Y WILL OPEN 
EARLY, IF NOT GET TO Z 
τ ΙΕ YOU READ C-3, TEINK X ON 8 VERTICALLY. 
THIS IS A GOOD ZONE PATTERN IN THAT IT STRETCHES THE ZON 
REC. ADJs τα CLOUD x BURST . v HOOKUP Z RURST :Y's ADJ. Vs. COV. 2 p 


HALFBACK 


Protection S,P,l], WILI ROUTE NONE 
: l. CHECK WILL - IF HE DOGS, STEP UP AND BLOCK HIM. 
C.P.s: 2. IF WILL DROPS, HELP YOUR OFFENSIVE TACKLE. 


3. NO HELP NEEDED, CHECK PASE. 


FULLBACK 
Protection S.P.U. STUB RoUTE BASE RELEASE OUTSIDE 
: , STEP AT STUB, CHECK 'EM AND THEN RELEASE LOSING GROUND 
C.P.s: SLIGHTLY. 
2. DOM'T HURRY & WORK UPFIELD TOO FAR. STRETCH ZONE 
VERTICALLY WITH Z. 
3. ROLL TERU THE ORIGINAL ALIGNMENT POSITION OF Z. 
g 4. Y IS RUNNING AN 8 YD. OUT SO STAY ON L.O.S. 
sPLIT_WIDE τ ROUTE Q . RELEASE VARTA ADJ. Vs. CLOUD BURSI 
' L. DRIVE OFF THE L.O.S. AND PUSHTHE CORMER DEEP, ATTEMPTING 
C.P.s: TO TURN HIM OUTSIDE. 
2. GIVE HIM А JAE MOVE AT THE TOP OF YOUR STEM & BREAK TO POS” 
3. BE ALERT VS DOG - BEAT CORNER TO POST. BE AWARE OF 
FRANK'S PLAY. YOU WILL KNOW WHEN YOU ARE PRIMARY 
RECEIVER (3-9) 
X 
ΕΘ ROUTE DEEP ] _ RELEASE QUISIDE ADJ. Vs. CLOUD ΗΩΩΚΗΡ 
ADJ. Vs. Cov. 2: HOOK-U 
C.P.s: l. TAKE AN OUTSIDE RELEASE & READ ROVER, READ ZONE OR MAN. 
ep EN 2. DRIVE AND BREAK OUT AT 8 YDS. DEEP, VS MAN BEAT ROVER. 
VS ZONE TIE UP PEOPLE. 
oo IF THE OB DOESN'T GET YOU THE BALL EARLY, TIE UP 
σ UNDERNEATH COVERACE. 


SPLIT KIDE ROUTE l ΒΕΙΕΑΒΕΥΑΚΙΑΒΙΕ ADJ. Vs. CLOUD BIIRST 
DRIVE OFF AND PUSH DEEP TO 18 YDS. GET TO MAXIMUM 
С.Р.5: DEPTH AND WIDTH. 
2; SQUARE UP AT 23 YDS. DEEP. BE READY FOR THE BALL ON 
THE BREAK. 
3. BURST VS CLOUD FORCE. 
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FLOOD SERIES 


THE FLOOD SERIES IS OUR WEAKFLOOD SERIES. A SERIES THAT ALLOWS 
US TO GET 3 RECEIVERS OUT TO THE WEAKSIDE. FLOOD TELLS THE LINE 
TO BLOCK BASE, IF "OH" [S CALLED WITHIN THE PATTERN CALL. THE 
QB TAKES A 7 STEP DROP AND READS WEAK ALL THE WAY. THE HB DOES 
NOT HAVE PICK UP ON WILL. HE RELEASES AS FAST AS HE CAN, WHILE 
THE FB MOVES WEAK AND CHECKS WILL BEFORE ENTERING THE PATTERN. 
ALL RECEIVER ROUTES MAINTAIN THEIR ORIGINALLY ASSIGNED BREAKING 


POINTS, 


QUICK OR FIRM TECHNIQUES CAN BE COMBINED AS A SECONDARY CALL 
WITH THE FLOOD SERIES. EXAMPLE: FLOOD - QUICK - 202 FLAT. 


LO AND HI CALLS GIVE DIRECTION FOR PROTECTION: LO IS FLOOD LEFT: 
HI IS FLOOD RIGHT, 
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FLOOD PROTECTION (TE RIGHT) (LOW) 
g κ ee 


C F 
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BLOCKING RULES 
Y AREA BLOC WITH OTT 
ONSIDE TACKLE: BASE BLOC D.E. 
ONSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED, BLOC LB 
CENTER : COVERED, BLOC NOSE - UNCOVERED, AREA BLOC MAC WITH GUARDS 
OFFSIDE GUARD: COVERED, BASE BLOC D.T. - UNCOVERED BLOC LB 


OFFSIDE TACKLE: 
A BACK: 


B BACK: 


BASE BLOC Ρ.Ε. 
Nees c ub 


S.p.U. = M-D-M 


TO 


WILL TO FRANK: 


RUN PATTERN 


PATTERN 


Y 


OFFSIDE TACKL 


Y SIDE 


OFFSIDE 
GUARD 


Y SIDE 


CENTER 


ONSIDE ` 
JARD 


ONSIDE 


TACKLE 
OPEN SIDE 


QUARTER 
BACK 


B BACK 


à BACK 


COACHING POINTS 


AREA BLOC WITH TACKLE 


BASE BLOC D.E. - AREA BLOC WITH YOUR Y ANY STUNTS WITE STUB & 
D.E. - UNCOVERED, BLOC LB M/M ON ALL INSIDE MOVES, OUTSIDE MOVES 
WILL BE AREA WITH Y - ANY BUBBLE INSIDE OF YOU, ALERT TO BLOC 
D.E.'S INSIDE MOVES M/M. 


BASE BLOC DT VS. 40, EXPECT HELP INSIDE FROM OCN, AREA MIDDLE 
STUNTS. 40 STACK. LU OR RAY CALL YOUR SIDE, WORK OCN ON STACK -LU 
OR RAY AWAY PUTS YOU M/M ON D.T. - BUBBLE ON YOU, LU OR RAY YOUR 
SIDE, CHECK LB TO HELP OCN - 30 DEF., LU OR RAY, AWAY FROM YOU 
CHECK LB TO HELP Y TO OTT. | 


VS. 40, AREA BLOC MIDDLE WITH GUARDS - VS. 40 STACK, MAKE LU OR 
RAY CALL TO STACK SIDE & WORK WITH THAT GUARD - VS 90 & 70 DEF., 
YOUR BUBBLE GUARD BECOMES LOU OR RAY & WILL AREA BLOC NOSE & MAC, 
WITH YOU. VS. 30 DEF. YOU WILL ESTABLISH LOU OR RAY AWAY FROM Y. 
OVER PLAY NOSE AWAY FROM CALL, YOU HAVE HIM M/M IF HE GOES AWAY. 


BASE BLOC D.T. VS 40, EXPECT HELP INSIDE FROM OCN, AREA MIDDLE 
STUNTS = 40 STACK. LU OR RAY CALL YOUR SIDE, WORK WITH OCN ON 
STACK - LU OR RAY AWAY PUTS YOU M/M ON D.T. - BUBBLE ON YOU, LU 
OR RAY YOUR SIDE CHECK LB TO HELP OCN - 30 DEF, LU OR RAY, YOUR 
SIDE, CHECK LB TO HELP OCN. 


BASE BLOC D.E. - DEEP SET, 9 YDS, ΒΥ QB, MAKES YOUR DROP DEEPER 

PA MARES YOU GET TO AN ALMOST HEAD UP POSITION ON D.E., YOU UE 

GOT TO KEEP YOUR SHOULDERS PARALLEL TO L.O.S. AS LONG AS POSSIBLE 
“GOT TO KEEP HIM OUT OF "NO MAN'S LAND"-DON'T LET HIM BACK DOOR 
τοῦ - STUNTS WILL BE ZONE OR M/M DEPENDING ON 1ST PENETRATION'S 
PATH. YOU'LL BE READY FOR ANYTHING-BUBBLE TO YOUR INSIDE PUTS YOU 
MM ON DE, INSIDE OR OUTSIDE MOVES. al | A 


$.рР.Ш. = WILL TO FRANK, N/T RUN PATTERN 


ο, -= RUN PATTERN. 
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SERIES & PROTECTION F| ΟΠ FIRMPATTERN | 807 FLARE CONTROL”A“ ARRO 
CHECK 


COVER 4 FREE 
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COACHING POINTS 


SERIES ἃ PROTECTION FLOOD-  PaTTERN 905 FLARE CONTROL Α ARROW- 
QUARTERBACK A STRONG OR FREE SAFETY BLITZ AUDIBLE.. P 
P.S.L. SAFEIIES READ FRANK 0 VER DROP 5 STEPS 


PROGRESSION - DEPENDS ON COVERAGE. 


‚1. “ROVER OR FRANK BLITZ WORK 2, OR Y ON BLITZ CONTROL 
C.P.S:2, IF THERE IS NO BLITZ,WORK 6 ROUTE TO A. 
3. VS FRANK BLITZ, X WILL RUN A BLITZ CONTROL ROUTE. 


REC. ADJs Vs CLOUD X ΒΗΚ5 Y 0H Z £EADE:Y's ADJ. Vs. COV. 2 NONE 


HALFBACK 
Protection N.S.P.U, ROUTE  ARROM 


l. RELEASE QUICKLY, READING WILL ON THE MOVE. 


C.P.s:; GET WIDTH FASTER THAN YOU DO DEPTH. 
da WHEN YOU GET WITHIN 3 YDS OF THE SIDELINE, TURN UP. 
FULLBACK 
Protection S.P.U. WILL RouTE CHECK RELEASE  [HSIDE ( 


C.p.s.i. ON AUDIBLE 90 - MOVE TO A BROVN POSITION. 
2. BE IN A 2 POINT STANCE. 
3. CHECK FRANK TO ROVER TO WILL 
4. NO BLITZ, CHECK DOWN. 


< 
SPLIT _ WIDE ROUTE FIRM 6 RELEASE VAR[ABIE ADJ. Vs. CLOUD_RBURST 
C.P gl: FIRM 6 ROUTE AT 12 YARDS DEEP. 
ον m VS. FRANK BLITZ, RUN ELITZ CONTROL ROUTE. 
32 VS. CLOUD FORCE BURST, RUN 6 ON FRANK. 
X 
SPLIT NORMAL ROUTE OH RELEASE NONE ADJ. Vs. CLOUD NONE 
ADJ. Vs. COV. 2: NONE 
c.p.s:t: OH BLOCK 
2 


SPLIT_ NORMA ROUTE 3 RELEASE SIRAIGHTADJ. Vs. CLOUD FADE. 
DRIVE QUICKLY TO A DEPTE OF 11 YDS. 
READ TECHNIOUE OF COBNER. RUN ROUTE ACCORDINGLY. 


VS CLOUD FORCE τ FADE 
ROLL ON BREAK & LOOK FOR THE BALL. 
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KEY SERIES 


THE KEY SERIES IS A PROTECTION CALL -- CALLED EITHER RIGHT OR 
LEFT -- THAT ALLOWS US TO GET THE DESIGNATED BACK INTO A 

PATTERN WITHOUT HAVING SWING PICK UP, THE UNCOVERED LINEMAN 

TO THE CALLED SIDE HAS RESPONSIBILITY FOR THE FIRST INSIDE 

DOGCER TO THAT SIDE. THE REMAINING BACK HAS DOUBLE SWING PICK-UP 
ON MAC OR BUCK TO OUTSIDE LINEBACKER: IF NEITHER ONE DOGS RUN 
CALLED ROUTE. ALL RECEIVER ROUTES MAINTAIN THEIR ORIGINALLY 
ASSIGNED BREAKING POINTS. 


ALL SERIES CALLS CAN BE COMBINED AS A SECONDARY CALL WITH THE 


KEY SERIES TECHNIQUES. EXAMPLE: L - KEY RIGHT - 757 WIDE: 
FLOOD KEY RIGHT 844 WIDE. 
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BLOCKING RULES 
Y PATTERN 
ο ας ο ЛЕ САШ SIDE TO OLO END MANON DINS-OP SCRIMMAGECBMDUE 
ONSIDE GUARD; “SLIDE TO CALL SIDE, AREA DICKUP WITH YOUR "TACKLE ON 58. INSIDI 
MAN 
CENTER : SLIDE CALL SIDE - STAY ON NOSE IF OFF GUARD COVERED. 
OFFSIDE GUARD: COVERED, BASE BLOC DT - UNCOVERED, SLIDE TO CALL SIDE. 
OFFSIDE TACKLE: BASE BLOC D.E. 
A BACK: BACK TO KEY CALL SIDE IS FREE, N.P.U. RUN PATTERN 
B BACK: BACK AWAY FROM KEY CALL SIDE S.P.U., A DOUBLE 


KEY LEFT PROTECTION (LUCKY) 


RESPONSE: INSIDE DOGGER TO OUTSIDE DOGGER. 
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